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Out Your Ear, 


Pump up the To find out 
volume with more about 
Sound Blaster ! The Sound Blaster, 
sound card from the only sound 
Creative Labs. card that’s 100% 


Experience the full power 
of 1]-voice synthesized 
music and 8-bit sampled 


sound effects. Don't just 


Sound Blaster compatible, 
visit your local computer 
retailer or call Creative Labs 


at 1-800-998-LABS. 


hear it... let it blow you away! The scream Get the full blown sound capability you've 
of your F-15's engine as you elude enemy always wanted for your PC—for only $149 
fire...the crisp crack of your bat when With Sound Blaster from Creative Labs. 
you hit a homerun off the screen... the - oe Because... 

echoing ring of sword against sword during ‘s al UND me if you don't have 

your next fantasy adventure. atc Sound Blaster, you're 


No wonder Sound Blaster is the world’s Secemme = really blowing it! 
y § 


#1 seller. And why it’s the sound card that 
more gaming software developers write for 
under DOS or Windows™ 3.1. 
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Your Mission: 
To retrieve the vam- 
pire’s coffin, resting 
place of Count 
Dracula, dark lord of 
the undead, and 
bring it back to The 
Museum of Fantastic 
Phenomena! Your Field Agents: The valiant Victor 
Vector, and Yondo, the digital dog! 
Your Experience: Totally awesome! The Vampire’s 
Coffin is a fully interactive gaming experience featuring 
a hideous horde of 
ghastly ghouls, sinis- 
ter specters, zealous 
zombies and yes, 
plenty of vicious 
vampires too! You 
direct Victor & 
Yondo as they battle 
with these evil 
beings for possession of the ultimate prize! But beware . 
. also lurking in the shadows is a sinister virus known 
as RAM AXIS who will stop at nothing to get his claws 
on the coffin! Will you triumph over the forces of evil? 
Will Victor & Yondo 
save the day before 
their power drops to 
a critical level? Will 
this be the most fan- 
tastic gaming experi- 
ence you ve ever 
had? ABSOLUTELY! 


Our screens don’t look like other screens . . . in fact, they 

don’t look like screens at all! They look like pure adven- 

ture! We use the finest original artwork, music, and 

sound to create a reality unlike any other you have expe- 

rienced. The sample screens on this page will give you a 

tantalizing taste of what to expect from Sanctuary Woods 
. the future of CD-ROM interactive entertainment. 
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™ Macintosh LC or greater 
* Color screen with at least 256 colors 


68020 CPU or greater 
System 6.0.7 or greater 
2 CD-ROM drive 
4 MB RAM or greater 
, i A CD-ROM adventure 
for the Macintosh 
Suggested retail price - 
US $59.95 


TO ORDER CALL: 


The future of CD-ROM entertainment from 


AN ARY 1124 on —o 
SANCTUARY © Chnada vv 3K8 


(604) 380-7582 (voice) 
(604) 388-4852 (fax) 
Copyright © 1992, Sanctuary Woods Multimedia Corporation. 

“Apple” and “Macintosh” are trademarks of Apple Computer Inc. 
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The best of your letters : 8 
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Wizardry VII by Sir-Tech 12 
- Shadow of the Beast III 14 
by Psygnosis | 


The Beast is back in the new 


Psygnosis adventure! 


__ Air Support by Psygnosis 16 
King's Quest VI by Sierra 18 
Monopoly Deluxe by Virgin 20 

_ Hook by Ocean 22 
_ Entertainment Pack 4 24 


by Novalogic 
L.A. Law by Capstone 30 
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— by Bethesda 
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__ Loremaster by Creative Software 46 
Gemfire by Koei 50 
_ Power Politics by Cineplay 92 
The Ancient Art of War in 34 


by Microsoft 


_ Comanche Maximum Overkill 26 


the Skies by Microprose 


_ Cobra Mission by Megatech 96 


“ Shadow President by D.C. True 58 


BEST OF THE REST 


Combination Lock by Villa Crespogo 
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by Villa Crespo. , a 


Mini Blackjack by VillaCrespo 60 


Tristan Pinball by Amtex 62 
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by Microprose 


Red Baron Mission Builder 62 


by Dynamix 


HARDWARE 


Rudder Pedals by Thrustmaster 64 
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Zug's Race Through Space —S—s«@6 8 


by Zugware 

Reading Adventures in Oz 70 
by Davidson 

Mario Teaches Typing 72 


by Interplay 


COMPUTER 
CONFIDENTIAL 


An introduction to fandom 74 
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Christmas news bonanza! 76 


THE GAME 
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The cure for what ails you 78 
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Fables by Ebook 
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256 Colors « Outdoor Campaigns ¢ Full Musical Score & Sound Effects * Auto Mapping 
True Point & Click Mouse Interface * Unprecedented depth of story 


| S/IA-TECH 
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L> INITIALIZE 


HOW CAN I GET. . .? 


While it would make sense to talk about Christmas this month (And 
who knows? By the time | get to the bottom of this column, | just might!), 
especially after going into Thanksgiving last month, there is another topic 
that | feel needs to be addressed. Every now and then, we here at CGR 
are called by a reader who can't find a game or program we've talked 
about in the pages of a previous issue. While we are more than happy to 
help people out in situations like this, there is something you, the reader, 
can do to help both us and yourself out. There is one simple thing you 
can do to prevent this in the future. "What is it?" | hear you asking. 
Simply go to your local software retailer and ask him or her why the item 
in question is not on their shelves. 

It may seem like a silly question at first, but if you stop and think for a 
second, it makes sense. Your retailer's job is to sell you the software you 
want. If they aren't carrying the games and products you are interested 
in, Someone isn't doing their job. It would be easy to blame the company 
that produces the software, but that doesn't really jibe. After all, don't you 
think that any software developer or distributor would love to have their 
game on as many shelves as possible? Of course they would. What is 
more often the case is that retailers do not feel that the game in question 
would sell enough copies to warrant storage space either on their 
shelves or in a warehouse. By not telling them that you want games they 
don't carry, you aren't informing them that they are wrong in this case. 

Make it worth their while to stock the games you want. After all, every 
time they have to turn away a customer, it affects their bottom line. By 
demanding the software you want, you make everyone happy; you get a 
new game to play, the developer gets his or her product into the stores 
and the stores get a little more business. It's a win-win-win situation. 

By the way, | don't want you to get the idea that | am knocking retailers. 
Software retail is a tough gig (I've done it, thanks) and it isn't always that 
easy to keep a diverse group of consumers happy. Most software stores 
and chains do an excellent job of carrying a variety of titles. But when 
they don't have what you want, tell them! It's the only way they'll ever 
know to stock a game in the future. 

This is especially important at this time of year (you knew I'd get 
around to Christmas somehow, didn't you?). Christmas is by far the 
biggest time of year for retail and shelves will be packed to the brim with 
merchandise. Of course, that makes getting a game on those shelves all 
the more important to the producer of the game. Believe me, any sale 
that a store misses because of a lack of stock is felt. If enough people 
ask for a certain title, or even games from a certain company, the store 
would be greatly remiss if the games were not stocked. In fact, the store 
would be downright foolish not to stock the games. 

So make this holiday season a happy one for everyone and tell your 
retailer exactly what you want. As | said, if enough people do this, the 
retailers will have to listen. So if you can't find a piece of software you are 
interested in, go to your retailer and tell them to get it for you. And tell 
them Steve sent you. 


STEVE HONEYWELL 
Editor 


et te So 4 


Wickit seme be MONDPTE Y ! 


ORIENTAL AVE. 


SEMy th 
1 Bore 


fee may case then preety te 
ee 


WINDOWS ™ version Ff |, | ew. AC = IBM PC version 


previous moves and the 
ability to play by traditional or 
custom-designed rules. 


t's more mercenary than 
your lawyer, shrewder than 
your accountant, greedier than 
the IRS and tougher than your 
granny. Get ready for the 
most challenging game of 
Monopoly® you've ever played 
with MONOPOLY ® DELUXE. 


Enjoy the thrill and excite- 
ment of wheeling and dealing 
as you amass, or reluctantly 
part with, great fortunes 
buying and selling railroads, 
Combining 90's technical with completely revamped — bucks with dazzling anima- _utilities and properties of all 
know-how with plenty of good _—levels of difficulty and — tion of all ten official types. This game's a must for 
old-fashioned fun, the best- greatly enhanced graphics tokens, easy-as-pie inter- the library of any TRUE 
selling boardgame of all time for your computer! You'll face, a game activity log | gamer or future real estate 
is back and better than ever © get more deluxe for your that keeps track of all __ tycoon! BRR 


WINDOWS ™ version features all of the DELUXE features listed above plus the added bonus of easier-to-use point-and-click interface. 
MONOPOLY® DELUXE with the ultimate easy-to-use point-and-click interface will be available this fall in PC and WINDOWS ™ versions. 
For more information, pricing and orders, please call 8@@-VRG-IN@7. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted. 


MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonka Corporation. 
Rich Unde© 1936, 1992 Parker Brothers. All rights reserved. Monopoly © 1935, 1992 Parker Brothers, Inc., a division of Tonka Corporation. All rights reserved. Licensed to Virgin Games, Inc. ©1992 Virgin Games, inc. 
Virgin is a registered trademark of Virgin Enterprises, Lid. Windows ~ is o registered trademark of Microsoft Corporation. 
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Sendyour questions, comments, 
witticisms and criticisms to: 
Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 
We'll choose one writer each month who will receive a FREE one year 
subscription to CGR! Please include your name and address with your 
letters. So hey - start writing! 


A Typical Day... 


Dear Editor: 


How do you guys do it? How do 
you find the time to play all of these 
games? Back in my old C-64 days, 
I'd wake up at 10:00 am, play Ultima 


until 4:00 am, go to sleep (not be- 


cause | wanted to stop, but because 
| couldn't hold my eyes open any 
longer) and get up at 11:00 am and 
do it all over again. 

How do you schedule the time to 
play a game, write about it and do 
whatever else that you've got to do? 


Why don't you guys tell us what it's 


like at CGR? Give us one of your 
typical days. 

Just Curious, 

Shane P. Wilson 


New Iberia, LA 


First of all, there really isn't such a 
thing as a "typical" day at CGR. Ev- 
ery day is very different from every 
other day, mostly because each new 
day brings a new game or ten to 
play. However, there are some 


things that stay pretty much the 


same no matter what day of the 
week it is. 


In general, about half of our time 
here is spent actually playing the 
games, whether it be for review, pre- 
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Spear of Destiny snes virtual reality to tH spectacular VGA virtual reality system “the player is there’ like no game 
the PC, hurling you into an intense battle = breathtaking musical soundtrack for I've ever played..." 

between good and evil in which only you Adlib, Sound Blaster :  ~‘the sound and the visual action, is 
can save the world! A breathtaking digitized stereo sound effects for frighteningly realistic..." 

musical soundtrack sets the mood, while Sound Blaster, Sound Source  ~“| can't remember a game making 
amazing first person" visual perspec- over 20 complete floors to cover such effective use of perspective and 
tive and spectacular digital stereo sound ‘© 4 levels of play difficulty sound and thereby evoking such 
effects give an experience like no other special extra challenges for advanced intense physiological responses from 
game you've ever played! game players — its players." 


saves multiple games in process 


Game by id Software. Published by FormGen Corporation, Box 279, North Andover, MA, USA, 01845-0279 _(800)263-2390 (416)857-4141 Fax: (416)857-4531 


THE cari REVIEWERS. . o 
Alex: Wh 

ally aol RPG, everyone here at 
CGR remains in constant awe of his 
abilities in conquest/world domina- 
tion titles. Not too keen on arcade 
action or simulations (either military 
or flight), Alex is more at home hack- 
ing beasts and enemy troops. Lately, 
Conquered Kingdoms by QQP has 
been dominating his hard drive. 


Rick: Rick loves to fly, and it shows 
in his choice of games. Any flight 
sim ranks high on his list, and the 
more technical ones have more to 
offer him. Rick also enjoys RPG's 
and sports titles. Military sims don't 
often rank high on his list of 
favorites. Lately, Rick has been 
soaring with subLOGIC's A.T.P. and 
the accompanying scenery disks 
from Mallard. 


Steve: Steve likes to say that he 
was weaned on military sims and 
action games. While this isn't actual- 
ly true, these two genres remain his 
favorites. He also enjoys the occa- 
sional flight sim and RPG. These 
days, Steve still spends a lot of time 
in Legends of Future Past, but he's 
added Bethesda's Terminator 2029 
and Koei's Gemfire to his repetoire 
of hot titles. — 


os eee game are. 5 The 
ae is a combination of the 


view, Child Support, Game Over or 
Strategy. The rest of the day is spent 
making phone calls to find out about 
new products and to try and get our 
hands on some of those games com- 
ing out and putting the actual pages 
together. Somewhere in there, we 
eat lunch. At least we try to remem- 
ber to eat. 

Remember how you used to play 
Ultima on the C-64? That's about 
how it goes, except that we have to 
do it for more games. At least the 
hours you mentioned seem pretty 
familiar to us! 


On-Line Games... 


Dear Sirs: 
| am 18 years old and have been 
reading your magazine for about a 
year now, and what can | say? | love 
it!! Since | can't buy every single 
game that appears on the market, 
the next best thing is to read about 
them in Computer Game Review. It 
only recently dawned on me to buy 
myself a subscription, a much over- 
due occasion. 
| do, however, have a request that 
| would like to see in your magazine; 
on-line games! | have started calling 
on-line services such as The Sierra 
Network, America On-Line and 
GEnie. Thousands of people all over 
the country subscribe to these and 
almost all of the services offer multi- 
player on-line games. | would love to 
see some of these games reviewed 
in your magazine (mainly AD&D 
Neverwinter Nights on America On- 
Line). | think it would be a first for 
gaming magazines, and | know 
you're the guys that could do the job 
right! 
Thanks a lot for listening, and you 
can expect my support in the future. 
Sincerely, 
Chris Sabatini 
Forked River, NJ 


On-line gaming has a very dedicat- 
ed audience, and it's an audience 
that we recognize. As a dedicated 
reader and recent subscriber, you 
have, no doubt, seen our reviews of 
Legends of Future Past on the Digi- 
tal Dreams Network in our October 
issue and our review of The Sierra 
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Network last month. While there isn't 
an on-line game reviewed in this 
issue of CGR, expect on-line gaming 
to have a regular spot in most every 
issue from January on out. 

And while I'm on that topic, here's 
the news that CGR will be adding a 
few new features in addition to a reg- 
ular on-line spot. Our first issue for 
1993 will have several new columns 
that we think will help you keep bet- 
ter informed about what's going on in 
the world of computer gaming. 


Dear CGR: 

| love your magazine. | think it is 
the best computer magazine out. | 
especially like "The CGR Review 
Breakdown." | think it's an excellent 
way to review games. 

The reason | wrote in is because | 
am having trouble with a game and | 
don't know who else to ask but the 
experts. In Out of This World by 
Interplay, | can't pass the part after 
you break out of your cage and ride 


Excite Your 


Computer 


... Preview 
some software 


Call 
1-800-433-2938 


for a free listing or to place an order 


AMIGA * IBM * MAC 
ATARI * CD ROMS 
GRAFIX - 16 
GENESIS 
Also 
Computers * Modems 
Printers * Drives 


WEDGWOOD 
COMPUTER 


5312 Woodway Drive 
Fort Worth, Texas 76133 
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the elevator. There is nowhere to go 

and my new friend is not much help 

either. Could you please tell me the 

password to bypass this part? It 
would be greatly appreciated. 

Adam Burnett 

Hamilton, Ontario, Canada 


| could give you the code, Adam, 
but that would be cheating. What | 
will do is tell you the next couple of 
steps to take. You are very close to 
getting your next password as it Is, 
so a few correct moves will allow you 
to move on. 

After you've made it out of the 
cage and found the elevator, explore 
both the top and bottom levels of the 
shaft. Specifically, you need to go to 
the bottom level, run all the way to 
the left and blast the wall. Then run 
back to the elevator, waiting for your 
friend and go to the level right above 
you. Run left and blast through the 
walls. Stand on the teleporter and 
run to the next one. When you go up 
in the next teleporter, wait for your 
friend. He will open a trap door on 
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(4-week turnaround) 
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- PORTINIUM’ II 


ENCHANTED HORIZONS ANNOUNCES: A new, low cost 
version of the original PORTINIUM Play-By Mail game is now 
available. PORTINIUM II incorporates all the features of the 
original game version. Players receive five standard game units 
on each of the primitive and medieval levels of game play. Time- 
travel intothe conventional and futuristic technology ages affords 
players the opportunity to capture additional pieces to equal or | 
surpass levels of conquest in PORTINIUM. The struggle to : 
E become a dominant player and participate in “The Gathering of 
¥ the Four” remains a challenge for the strategy-minded player. 
# Receive over twenty double-sided pages of high-quality Laser 
Graphics output per turn. Over 24,000 sectors to explore. 
No hidden costs. $10.00 per turn. 3-week turnaround. 


€ ALSO AVAILABLE: PORTINIUM, the original time-travel P.B.M. fantasy 
at a new, reduced price. The PORTINIUM Hi-Tech and Lo-Tech games 
offer many of the larger game features, in one age of play. 

PORTINIUM HI or LO-TECH 


(4-week turnaround) 


the floor and motion for you to enter 
it. Go down. This will get you to the 
next area , and if you die here, you'll 
receive a brand new password. 


Hint Books. 


Dear Sirs: 

To begin with, | am not much of a 
game enthusiast, probably due to the 
fact that after purchasing one of 
them, | have found that you need a 
hint/cheat sheet to make them work. 

| currently have three games | 
haven't a clue on how to play. These 
are: Eye of the Beholder II, Second 
Front and Their Finest Hour. 

My point is this--two of the three 
above games have booklets that en- 
hance the play of the games. Why 
don't the companies just charge 
more for their products and include 
these features for the customers? It 
would make life much more interest- 
ing for the beginners (like myself) 
and more than likely produce greater 
sales for them in the long run. 

Thanks for the opportunity to stand 


$5.00 per turn 


P.O.. Box 9897 Spokane, WA 99209-9897 (509) 325-6941 
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on my soap box. Also, at this point, 
let me congratulate you on a very ex- 
cellent high-tech magazine (this, | 
believe, is the first issue of your pub- 
lication I've ever purchased, with the 
intent of getting a handle on this 
gaming environment). The cover 
sure gained my attention. 

Vladimir J. Kalina 

Post Falls, Idaho 


These are decent questions, but | 
think you may misunderstand the na- 
ture of a hint book. The idea behind 
these is to help beginners through 
the game. These games are all 
playable without the hint books. As 
far as including them with the 
games, many players do not use 
them and are unwilling to pay extra 
for their inclusion. Hint books are 
never a necessity; instead, they are 
something to heighten the gaming 
experience. 


This month, it goes to Vladimir! 
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Game Specs: 


Requirements: 640K, hard drive 
Support: Keyboard, Mouse 

Sound Support: Ad Lib, Roland, Sound- 
Blaster, Covox Voice/Sound Master 
Available for: PC and compatibles 
Designed by: D. W. Bradley 

Distributed by: Sir-Tech Software, Inc. 
Retail Price: $69.95 

Hard Drive Space: 5.4 Meg 

No. of Players: One player 


Wizardry Vil: Crusaders of the 
Dark Savant follows the adventures 
of its predecessor, Bane of the Cos- 
mic Forge. You are able to transfer 
characters from Bane or create a 
party of new ones. There are a num- 
ber of different beginnings, depend- 
ing on how you finished Wizardry VI, 
plus one for new players. Fill the 
ranks of your party from 11 races 
and 14 professions each with their 
own advantages and abilities. 
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You can create your six charac- 
ters from a wide variety of races 
and classes. 


Not all of the creatures you will 
encounter serve the Dark Savant. 
Some are just hungry. 


As you explore the land of Lost 
Guardia, you will face many obsta- 
cles in the form of monsters and 
puzzles. With a good mix of fighting 
and magic-using characters, you will 
be in much better shape to face the 
coming challenges. Where strength 
of arm and swiftness of wit fail you, 


Cast over 90 spells from six 
Realms and four schools of 
magic. 


you may need the skills of a thief or 
ninja to bypass a trap or locked door 
Safely. 


Since you cannot succeed by 
using weapons and magic alone, 
you will need a good mix of skills to 
do well. One of the most important 
skills is Diplomacy. On your journey 
you will encounter a number of 
unique and interesting NPCs (Non- 
player Characters) who may help or 
hinder you. Your interaction with 
these people may affect future 
encounters with others. 


= ae] al Ge 
eT | “Freie seems 
| ———— ES le 
A unique system allows you to 


help your thief disarm potentially 
deadly traps. 


The game takes place in a 3-D 
first person perspective for both out- 
door and indoor settings. The mouse 
interface consists of a point-and- 
click system of telling your party 
what actions to perform. Combat 
takes place in the same mode with 
complete monster animations and 
sound effects. 

Wizardry VIl has a magic system 
which is made up of almost one hun- 
dred spells. These spells come from 
the six Realms of Air, Divine, Earth, 


When you start out, you are briefed on some of the details of the situa- 
tion you will be facing. Then, your strange guide flies you to the planet 
of Lost Guardia, where your adventure will take place. 
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You will ae eas ‘seatal  throush 
many dungeons and towns to 
obtain clues to your quest. — 


Fire, Mental and Water, and cover a 
wide variety of effects and uses 

5 ~ accordingly. 
_--- Lost Guardia is the resting place of 
~an item of great power placed there 
by the scientific genius, Phoonzang. 


~ no mortal man was meant to know 


and used this knowledge to create a _ 


planet where he could hide the 
secret. Your mission is a race 
against time as you try to discover 

— the whereabouts of the Astral Domi- 
nae. There are others who are just 

as interested in finding it and a bit 

more ruthless to those who would 


stand in their way, not the least of 


whom is the Dark Savant himself 
and his heccinic the ieee M ea ae 


mission, the Dark Savant gets 
ee _ closer to his own goal. 


ae “should locate it first and unlock the 
secrets of the universe hidden with- 
in, their evil would be unstoppable. 

_ Therefore, you must use everything 


at your disposal to make sure that 
they are stopped. It will not be easy © 
by any means; it will be a long and 
difficult task, but with the aid of 
those you meet along the way, you 
may just pull if off. If you fail, the 
consequences are just too horrible 


: ig Sie 


He had discovered something that © 


aw you strive to complete your | 


As rales as 5 | hate | to say it (due to 
my fondness for this type of 
game), | was not very impressed 
by Wizardry VII. After over a year 
of waiting, finally getting to play it 
was a letdown. The graphics and 
sound were fine and | had no prob- 
lem with them. The inte 
also perfectly usable, alt 
bit slow and awkward in 
(especially combat). Ho 
had a couple of major grip 
of all, the initial combats were 
often too much for a beginning 
party. | found my characters get- 
ting wiped out completely by the 
first monsters they encountered. 
Add to this your party starting out 
in the middle of the wilderness with 


| This has been a long awaited 
game for me, and when we 
received it, we loaded it right 
away! The first screens were, to be 
frank, disappointing. This was not 
a good sign. In the opening 
scenes, you see a book that flips 
open very choppily, even 
50mhz. | ignored this an 
to just try and enjoy the g 
first went to create new char 
The graphics are very nicel 
but the character generation pro- 
cess is long and boring. The fact 


| that you can't re-roll your stats is 


very, very frustrating! | also have 
to say that the music got on my 
nerves, and it took all of fifteen 
minutes before | turned it off. After 


I've been seating ane d waiting on 
this game for about a year, and I'm 
kicking myself for it now. I'm very 
disappointed with Wizardry VII. For 
starters, | couldn't find a way to 
skip through the introduction. 
While | like to read it once, | don't 
really feel it necessary to 
every time | start up a new 
Second, the game is really diffi 
for beginning characters. | h 
| restart several times (an O 
| through that intro before it 
occurred to me to save right after 
it). | don't mind that so much as | 
am bothered by the fact that you 
have to take the EXACT path to 


| the dungeon if you have any hope 
1 Of ne One ron turn and you 


no clue as to where to find safety, 
and you can get frustrated very 
easily. Even more annoying was 
the character generation. Due to 
the very rigid nature of the racial 
Statistics and class requirements, | 
found it nearly impossible to get 
aracters | wanted. If some of 
asses are intended to be 
nced, they should be kept 
rate and labeled as such. This 
e reasonable then forcing 
the player to waste time trying to 
create a Lord or Valkyrie character 
with whatever race they want. Per- 
haps if the wait was not so long for 
this game I'd have enjoyed it more, 
but the grand quest gets swal- 
lowed in the small details. “Alex 


| built my eheranae. ; set out 6 

adventure. | started walking down 
a path and made the mistake of 
crossing an area that was a sleep- 
ing trap. Granted, it made all of my 
characters fall asleep, but should | 
have to wait almost ten minutes to 
moving again? This is where 
e becomes frustrating to the 
of quitting. However, | liked 
ntrol. This is one of the best 
ces | have seen for this type 
game. There is an abundance of 
monsters, and | did enjoy the sto- 
ryline very much. In spite of these 
good points | just mentioned, Wiz- 
ardry Vil does not have what it 
takes to make it worth my time to 
finish it. “Rick | 


get marae eee monsters way 

too tough for first level chars. And 
on the topic of restarting, there 
isn't an easy command for it. 
Instead of having a restart com- 
mand handy, you have to back up 
a few menus. It's not a big prob- 
ut when you're already frus- 
ed with a game, a little more 
iendliness is always appre- 
Cl Finally, that pre- and post- 
at music gets quite stale after 
hearing it over and over. In the 
long run, | have to admit that Wiz- 
ardry Vil is by no means a bad 
RPG. It's really rather engaging 
once started. It's just not all that it 
could have been, especially when 
it came out ins ae 


“Steve Rises, 
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Shadow of the Beast III 
by Psygnosis 
55 89 80 G2 86 


CGR Game Ratings 


Originality 
Playability 
ntelligence 
Manual 
Graphics 
Sound 


Overall Rating: 
Game Specs: 


Requirements: 512K 

Support: Keyboard, Joystick 

Sound Support: N/A 

Available for: Amiga, PC (coming soon) 
Designed by: Martin Edmundson 
Distributed by: Psygnosis 

Retail Price: $59.99 

Hard Drive Space: N/A 

No. of Players: One player 


In the newest chapter of Shadow of 
the Beast, the hero Aarbron is back to 
regain his humanity and defeat his for- 
mer master Maletoth. To do this, he 
must fight his way through four difficult 
levels in search of the powerful arti- 
facts he needs. These items (the Skull 
of Louq-Garou, the Quintessence of 
Being, Pendek's Mace and the Crys- 
tals of Hodag) can only be recovered 
by defeating their guardians. Each of 
the four levels is filled with enemies 
and intriguing puzzles and traps. Only 
when they have been recovered will 
Aarbron be strong enough to destroy 
his hated enemy. Aarbron's travels are 
aided by Rekann, once the king's 
magician. Maletoth has trapped him in 
the Cage of Constraint, but Maletoth 
has weakened thanks to Aarbron's 
actions. Rekann is now able to guide 
Aarbron's quest for the four items and 
the eventual conflict with Maletoth. 
Shadow of the Beast Ill features well- 
animated graphics, flawless scrolling 
in each of the four levels and excellent 
sound and music. Can Aarbron have 
his revenge on Maletoth? Only you 
can decide! 
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Aarbron takes a ride in an old air- 
plane before his confrontation with 
Maletoth. 


Shadow of the Beast Ill contains a 
multitude of puzzles to test your 
brain and your agility. 


Vati done, the 
first part of 
your gquast is 

comepfete 


To defeat Maletoth, you must run 


through four difficult levels of action 


and dangerous creatures. 


Stand under the battering ram while 
it destroys the door to avoid being hit 


by the fireballs. 


REVIEW 


| had never played any of the 
Shadow of the Beast games 
before (though | did hear good 
things about them), so | was not 
quite sure what to expect. Instead 
of the rather standard side- 
SCrollingma@ietionmgame, Beast 
brings @ ttle more tothe comput- 
er. Whil@aia@oees ha¥e the action 
and tegiS ONOystick Maheuvering 
skill expectea oF ihe Genre, it also 
offers some Opportunity to display 
your puzzle solving ability. The 
smooth scrolling graphics are 
very detailed and contain a good 
blending of colors. Shadow of 
the Beast Ill is a fine effort from 
Psygnosis for the adventure 
game crowd. -Alex 


Shadow of the Beast has never 
been one of my favorite games to 
play, but when | loaded it up and 
started to play it for review, | 
became fairly interested. This is 
the first time | have seen such 
incrediblesSGFouinguitsismwithout a 
doubt, te best | have'seen. It's 
flawless “AS USual, PSyGnosis did 
a good joo withthe graphics, but 
the sound did get OA mynerves a 
little. When T was playing it | felt a 
little like | was playing Pitfall for 
the Atari 2600. | don't mean this 
in a bad way at all! This is a great 
game! | enjoyed the problem- 
solving aspects of it very much. 
Shadow of the Beast III is worth 
the price! -Rick 


Shadow of the Beast is a leg- 
endary action/adventure, so it 
was with great expectations that | 
loaded up Beast Ill. | was not dis- 
appointed. This game has a won- 
derful feel to it. The parallax 
scrolling as you run through each 
level, ta@ @Ofgecous#@himation 
and the @feat Soum@ifack really 
helped pull Mme into the game. 
While j@¥SticK SkillS are needed, | 
liked how much Beast] made 
me think while | played. The puz- 
zles were sometimes difficult and 
sometimes (in the case of the 
giant carnivorous animal) per- 
versely humorous. The control 
scheme is good and the game 
plays quite well. -Steve 
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COMPUTER GAMES 


The Coffee Break Series” 


Look for this ¢ ISA Ch 
COMPUTER GAMES special display at Jam” = | 
® e ourfavorite 4 pe 
for IBM PC & Compatibles Yee a | 
from Villa Crespo Bt 

1725 McGovern Street « Highland Park, IL 60035 - 708-433-0500 | 


FUN TO PLAY by yourself or with friends. 

ENTERTAINING play for minutes or hours. Addictive! 
EASY TO USE play from diskette or hard disk. : : sTv | 
GREAT GRAPHICS supports most graphics formats. ai yy \ ] | 
AFFORDABLE ...but high quality aoa 
DUAL PACKED 5.25” plus 3.5” disks. 


NOT COPY 
PROTECTED 


MADE IN 
U.S.A. 


ea 
Villa Crespo Software 
— 


CIRCLE #174 ON READER SERVICE CARD. 


«Air Tapani 


by Psygnosis © 
BO 6s LUM 


80 68 


The Air Support Battle Simulation 
will test the skills and reflexes of all 
new trainees! 


CGR Game Ratings 


te 512K 
Support: Keyboard, Mouse, Joystick 
Sound Support: None 
Available for: Amiga 
Designed by: Alaric J. Binnie 
Distributed by: Psygnosis Limited 

- Retail Price: $49.99 
Hard Drive Space: N/A 
No. of Players: One player 


This ts a blueprint of your command 
. ship. Here, you will make important 
SE : decisions about your maneuvers. 


By the beginning of the 22nd centu- 
ry, the leaders of the world powers 
have decided that conventional war- 
fare between states has become far 
too dangerous, since it threatens the 
very survival of mankind. Instead of 
sending men into battle, supercomput- 
ers have been programmed to simu- 
late battles and an elite class of sol- 
diers have received the necessary 
training to control these computers. 


Although fighting has been reduced to 
pixilized images, the results of these 
confrontations are more important 
than ever. Air Support is a very 
detailed military simulator, involving 
intense strategy and tactics. You must 
create a campaign by surveying the 
battlefield using real time overview 
maps showing topography, enemy 
and friendly vehicle positions, com- 
mand centers, factories and missile 
batteries. Deploy your forces and plot 
each individual course. During the bat- 
tle, you can utilize a first person tacti- 
cal view from any of your vehicles, 


You will need to utilize many types 
of vehicles to achieve success. The 
Attack Fighter prowls the skies. 


The overhead main map provides a 
view of the landscape, vehicle posi- 
tions and enemy locations. 


and blast the enemy with your tanks, 
fighters or missile launchers. You can 
even program entire battle plans! 
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The major problem with Air Sup- | 
port is probably the graphics. 
They are glaringly outdated and | 
detract heavily from the game. | 
With good game play, such 
things can be ilies to pass, 
heme to 


be awk geable. 
To su al stim- | 
uli, Ps design 


easier to 
play and get into. Once you are | 
into the full swing of a game, 
those kind of details tend to be 
somewhat less important. | think 
that the game could have been | 
enjoyable with a few changes or | 
maybe back when the graphics | 
were more in style. -Alex | 


This game does not say much for | 
a typical military/flight simulator. | 
don't think that a good 
military/flight simulator can be | 
done on the Amiga. The graphics | 
are weak, but the still shots and 
animation g re good. 


The sou , but the | 
voice ha ame has 
one of t Is | have 
seen. T as hard 


to find. The control was poor as 
well. The mouse seemed to be 
the best controller. As far as the | 
password goes, | vote to get rid 
of it. | don't think anyone wants to | 
right that loooooong code down | 
every time they finish a mission! 
Time to abort! -Rick 


Air Support has some great intro | 
sequences, so | was prepared for | 
a truly enjoyable experience. 
Oops! That was my first mistake. 
The graphics in the main game | 
are decent, but they certainly 
aren't anything that special. The 
game is el control 
and is b O of joy- | 


stick br n ulling. | 
Couple thi h | that 
gives in on parent 


order and offers little reward once | 
you find the right section, and you | 
have a recipe for frustration. 
Finally, the "voice" is incredibly 
irritating. Sorry, Psygnosis. Air | 
Support just doesn't get off the | 
ground. -Steve — 


If it were any faster, 
it'd be a flight simulator. 


Hit the accelerator in World 
Circuit and you'll really fly. 


All of which will have you 
graciously accepting the Grand 
Prix World Champion trophy in 
no time. 
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Scorching through all 16 
demanding Grand Prix 
racetracks at speeds of up to Seren: a 
200 mph, you'll race your ciara is 
Formula One against 25 
independent computer- 
controlled drivers. 


World Circuit from MicroProse. | 
Catch it if you can. 


You'll fend off challengers 
in the Phoenix Grand Prix. 
Overtake rivals on the streets of 
Monaco. Or negotiate savage 
hairpin turns on the Suzuka 
Circuit. And you'll do it all with 
a slick line-up of features. 


Features like realistic Formula 
One handling and performance. 


Authentic cockpit instruments. l = get our free catalog, call Mon.-Fri., 8:30 am-5:00 pm st | 
Th : ti J Hick | or fill out the coupon and mail it to: MicroProse Software, Inc. | 
ree racing OPUONS. JOYSUCK- 180 Lakefront Drive * Dept. D10 * Hunt Valley, MD 21030-2245 
controllable driving functions | — | 
ame: 

for superior control. And | | | 

- ; | Address: | 
ustomizin ions ign 
custo g opt to desig City — Zip 
your own Formula One racer. Lo sacetreees pee nies meee eens oe ee a ees on 


© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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King's Quest VI 
by Sierra a 
56 90 88 81 89 88 
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Overall Rating: F1%o 


Game Specs: 


- Requirements: 640k, EGA, VGA 
Support: Keyboard, Mouse (Recommended) 
Sound Support: Adlib, Soundblaster, Roland 
Available for: PC and compatibles 
Designed by: Roberta Williams 
Distributed by: Sierra On-Line 
Retail Price: $79.95 
Hard Drive Space: 16 Meg 
No. of Players: One player 


Sierra's latest 
addition to the 
Quest series of 
games is King's 
Quest VI; Heir 
+ Today, Gone 
TanoriGin. re the son of King Gra- 
ham, you must journey forth to res- 
cue a fair maiden. On the surface, it 
doesn't sound too tough for a Prince 
like you. 

Prince Alexander has been pining 
for Cassima, a girl he met only once. 
During his mediation, he sees an 
image of her in a magic mirror. This 
is the clue that he needed to find 


The pawn shop owner is willing to 
buy, sell or trade you for the 
items you want. 


After your chs is lost at sea, you 
end up on the island that you 
were seeking after all. What dan- 
gers will you face this time? 


her. It wasn't clear before, but it is 
now. All he has to do is follow the 
Stars in the sky and he will find her. 

After asking permission from his 
mother, Alexander sets sail to look 
for Cassima. Since he has the stars 
to guide him, it doesn't seem to be 
that hard of a task. However, the 
weather started getting rough and 
the tiny ship was tossed. Despite the 
courage of the fearless crew, the 
ship was lost. Somehow Alexander 
survives, ending up on the island he 
was looking for in the first place: the 
Isle of the Crown. 

Alexander's quest will take him to 
all of the islands in the chain that 


fisie 
the Beate i 


Use this magical map to travel to 
all of the islands shown. The map 
only works when near water. 


contains the Isle of the Crown. He 
decides to go right to the source of 
his dream, the Palace. When he 
arrives he finds out that his visions 
were wrong! The Palace vizier 
informs him that Princess Cassima 
is mourning the loss of her parents. 
Even stranger, the palace vizier 
informs Alexander that he and 
Princess Cassima are going to be 
married and that Alexander will not 
be permitted to reenter the palace. 
Alexander won't give up that easily, 
though. He decides to take his leave 
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ee : 


and do some digging around, to see 
what he can uncover. 

During your adventure as Alexan- 
der, you will meet up with some 
interesting creatures. When you 
reach the Isle of Wonder, you can 
meet a dancing flower, talking vines, 
oysters with tooth aches, and even 
fighting chess queens. If you decide 


to travel to the Isle of the Beast, you 
will find your way through an impen- 
etrable forest barred by such obsta- 
cles as a boiling pond with a lamp 
on the other side, shifty shrubbery, 
and a gate ornament that gives you 
the shaft! 


This is a main street in town. 
Remember to talk to everyone, 
and search in all of the pots. You 
can find some goodies! 


King's Quest Vl is easy to use er 
the player new to computer adven- 
ture games. More experienced 
game players, or those looking for 
more of a challenge, can choose to 


In the palace, the Vizier itachi 
Alexander that Cassima will not 
see him. What sinister plot lies 
here? 


pect back and forth fr om islanc 


ee ey 
ol oo ALMA 
o H wn Meany 


any order. There 


[2 A poe scene Schou | your r progress 


= as the evil Vizier listens to the The quest is hard in some parts 


_ informant who has been tailing 


al 


Space! ene 


pat of points | you earn will deine” 

_ the ending you receive. Also. a =. 
ed in this version is an incredible two — a 
~ hour musical score. You also have | 
_ the option of erasing the introduc- — 
~ tion, freeing up lee 3 ae of disk 


This is s just one ot ig desth 
scenes ir ri Kings Quest VI. You 


made a boo boo, 


ticket has b ‘been punched! = 
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The King S Quest Series holds a 


- game is the ability to er 


Sierra continues its King S Quest 
series with the sixth and latest 
installment; Heir Today, Gone 
Tomorrow. While | continue to 
enjoy these games immensely, | 
find myself having a difficult time 
reviewing them. The main reason 
for this is because when it 
down to it, all of the ga 
very similar. The graphics a 
well done with nicely colored bag 
grounds and smooth anim 
The storyline follows a classic fairy 
tale style with unusual tidbits of 
humor thrown in. The combination 
makes for a wholly enjoyable romp 
through the adventures of the 
young Prince Alexander (good 
name, 2 ire my 


special place with me. The original 
was the very first game | had ever 
played on an actual computer sys- 
tem and it also was the first game | 
ever won. From that moment in 
1987, | have been playing comput- 
er games. King's Quest Vl¢@ 
well-animated with a gre 
line that pulls you into th 
One of the best parts abo 


beginning after you have seen it. 


and easy in others. A nice thing 


that has been added is that at 


least half of the game is optional! 
You have the option of ending the 


The re S ote series $ continues 
to improve with this latest title. 
What | enjoyed the most about this 
game was that it wasn't that diffi- 
cult to get into. The interface is 
very easy to use. | particularly 
enjoyed the fact that you don't 
have to watch the entire 
scene if you make a mista 
game allows you to restore 
earlier save right in the 
The engine is exactly the s 
other games from Sierra, whic 
both a plus and a minus. It's good, 
because it allows the player to 
jump right in if they've played 
Police Quest, Larry, Laura Bow or 
Space Quest. On the down side, it 
makes it seem like I've played this 
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for romance. Biewa also still man- 
ages to maintain the delicate bal- 
ance between challenge and frus- 
tration which some adventure 
games are not able to do. The 
game starts out with a very nice 
intro (which does take up a bit 
pace then you would think 
ary) and contains very sub- 
t appropriate music through- 
Ou are not required to solve 
uzzle, but it is fun to try. 
There have not been a lot of 
advancements in games of this 
genre in recent times, but if they 
have reached their peak for the 
moment, Sierra can be looked at 
to set the standard of excellence in 
— S dics — 


ne 
tl 


player ¢ or the nliiver interested in 
receiving the maximum number of 
points can go back and complete 
different quests. In many cases, 
you do not even have to solve all 
of the puzzles in any particular 
order. You also have the option of 
g many different endings and 
th scenes. The graphics are 
nt! The music never gets 
and the sound effects are 
greatas well. When | played, | lost 
all track of time. If you are a King's 
Quest fan or if you are new to 
computer games, | urge you to try 
this game. Once you play it, it 's 
easy to see why this Sierra series 
is the best selling game series of 
all time! -Rick 


game before. The introductions is 
very nice and | like the fact that 
you can erase it off the hard drive 
once you've watched it. Hard drive 
space is precious, and this ability 
to delete unnecessary files is 
greatly appreciated. Another nice 


the fact that you get a 
hen you've accomplished 
hing towards your goal. 
little features turn a good 
into a great game. KQ VI is 
appealing and easy to use. Graph- 
ically, the game is nice to look at 
and the sound is excellent. It's no 
wonder that this series has been 
so popular over the years, and it's 
continued popularity is not in doubt 
thanks to sie release. -Steve 
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_ Monopoly Sakae 
_ by Virgin Games 


73 _ 92 1 88 290 88 


a 

oO 
CO 
oc 

© 

hz 
ipa 

jaa 

10) 


7 ot Reyes Mouse (recommended) 
ound Support: Most sound boards _— 
Available for: PC and compatibles 
gned by: Virgin Design Team 
isinbuted By Virgin Games 


Hardt Drive Soa 3 Meg 
No. of Players: 1 -8 


Almost everyone, at one time or 
another, has played Monopoly. Virgin 
Games proudly announces this all- 
new version of the famous board 
game. Compete against your friends 
or the computer to see who can con- 
trol the streets and properties of 
Atlantic City. You can use all of the 
rules and features in the actual board 
game in this version as well as some 
new twists. Each of the many different 
pieces comes with its own animation 
and sound. Also included are many 
different rule structures so you can 
design the game to play exactly to 
your liking. For example, if you always 
played the board game with the rule 
that players in jail cannot collect rent 
money, you can institute that rule 
here! For the purist, an easy option for 
the standard Monopoly rules is includ- 
ed. Each transaction, auction and 
Community Chest and Chance card 
has its own animation sequence. The 
computer has three different difficulty 
levels that can be mixed and matched 
for a good blend of opponents. Who 
knows? After playing this, you may 
never touch the board version again! 


You may choose to buy or auction 
property by simply clicking the cur- 
sor on the correct icon. 


You can still end up in jail, but this 
time you will hear the sirens and see 
an animation sequence! 


Collect $200 when you pass Go! This 
can be a much needed boost to your 
cash if you've been spending! 
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Auctions are easy and fun. The prop- 
erty goes to the highest bidder here. 
Be careful, and don't overbid! 
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When faced with board games 
conversions, some people would 
say, ‘What's the point?" The point 
is that they are fun to play. You 
can also do things on the com- 
puter that would not be possible 
with th | 
is a go 
of the 
effects 
ability 
a number of options available to 
let you play with your favorite 
variant rules, almost everything a 
Monopoly fan could want. |, for 
one, would like to see this trend 
continue; there a couple of board 
games | would love to see 
brought to the computer. -Alex 


| love the board game, and, as | 
said in last month's issue, if a 
game company is going to repro- 
duce a board game, it has to be 
significantly better than the origi- 
nal. Monopoly does just that and 
more! E ing nimated, 
and e its own 
sound. eeds is 
simple, an m hoose to 
use the " All" mand to 
view everyone's cards. One of 
the best parts about this game is 
that the banker can't cheat! | 
enjoyed this game playing alone 
or with friends. The graphics are 
great, and everything is there. 
This is how Monopoly was meant 
to be played! A+, guys! -Rick 


Board games usually don't stoke 
me that much, but I'll make an 
exception for this version of 
Monopoly. Virgin has done an 
incredible job of not only making 
the game playable, but making it 
much better than the board 
game. 
cards, t 
commen 
upon r 
card ( 
The only thing this version does- 
n't have that the board game 
does is the ability to really feel 
your money and your deeds. Still, 
this is better than the original, 
even with more than one player. 
Good stuff! -Steve 
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he hordes approach! Are the 

archers on the battlements? Are 

there cauldrons full of boiling oil 

_ atop the-:towers? Are the’castle 

s fiercely guarded? Are your. 
» concealed wizards inplace? — 


Your best friend is your worst enemy, 
over the MODEM! The new monsters are 
harsh, the new castles are breathtaking, 
the new scenarios are wicked, and the 
new SIEGE EXPANSION is everything 
you've been waiting for! 


Add Dogs of War to SIEGE and get: 
More fantastic monsters, 
New Castle designs, and 
More Scenarios to Conquer! 


Plus, with a modem or serial link, experience 
Real-time Person to Person Combat!! 


Mindcraft presents: Siege. Finally, a strategic Siege gives you four castles to defend and attack. 
simulation of pulse pounding, thought provoking You can’t do it all yourself; you must depend on 
medieval style castle assault. your vassals and their troops, each with their own 


; ; abilities and skills. 
Fantastical elements challenge your leadership 


with a never-ending variety of contests and Prove your mastery of the art of Siege! Test your 
dilemmas. Should your knights sortie out against mettle in the existing sieges, or design your own 
the attacking rabble? Is your wizard strong enough scenarios. What if Highrock Fortress were held 
to throw another fireball into the enemy ranks? by trolls, or Usk’hem Gart by elves? 
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Actual screen photos from the IBM VGA version. 
CIRCLE #158 ON READER SERVICE CARD. 
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Overall Rating: 
Game Specs: 


Requirements: 512K 

Support: Keyboard, Mouse 

Sound Support: N/A 

Available for: Amiga, PC (coming soon) 
Designed by: Ocean 

Distributed by: Ocean 

Retail Price: $49.95 

Hard Drive Space: N/A 

No. of Players: One player 


Peter Banning was in for the shock 
of his life when he cam home to find 
his children had been kidnapped. The 
note from a J. Hook did not mean any- 
thing to him, but it was obviously con- 
nected to whatever happened to his 
son and daughter. The evening's 
excitement was not quite over yet, 
though. A little later, after the police 
left, he was visited by a strange glow- 
ing apparition that claimed to be from 
the imaginary Neverland. Further- 
more, it was convinced that he was 
Peter Pan, the hero of that non-exis- 
tent realm. When he tried to ignore it, 
it swooped him up in a blanket and 
carried him through the window and 
into the night sky. When he woke up, 
he found that it was all true! He had 
arrived in Neverland! Help poor Peter 
rescue his children from the evil Cap- 
tain Hook in this adaptation of the 
movie. With Tinkerbell by his side, he 
must overcome the obstacles that 
have been placed in his way. Interact 
with the people of Neverland to find 
clues to defeat Hook and his pirates. 
Accept the challenge of Ocean's new 
adventure game, Hook! 


Peter must search through the 
streets and alleys in Neverland with 
the help of his fairy friend. 


One of the local taverns may be the 
place to hunt for information or a 
pirate outfit. 


‘ SBN RA AINA 


In Neverland, Peter finds himself in 
over his head. A pirate's life is not 


for him, no sir! 


To raise a little money, he is forced to 
sacrifice his gold fillings. The doctor 
is happy to make such a trade! 


COMPUTER GAME REVIEW 


| enjoyed the movie Hook consid- 
erably, and while | like the plotline 
and subject matter, the game 
does not impress me at all. | do 
not have a problem with the 
graphics, but they are not any- 
thing spectaculamelmetact, for the 
most party they are gull and life- 
less. The game jS pretty much 
the sam@i it just AGes not capture 
the lively; @xciting atmosphere of 
the movie. As bad as It sounds, | 
would have to say that | liked the 
introduction better than the game. 
With a bit of perking up, the game 
could have been very entertain- 
ing. As it stands, | just do not see 
myself interested enough to 
become Hooked. -Alex 


Hook may have been a good 
movie, but as far as the computer 
game goes, it falls a little short. 
The graphics are good and the 
sound is equally fine, but the 
game just does not hold my inter- 
est. | also foUmd thatiselécting the 
icons is annoying when they are 
left on. YOu Mave @ 1Ot Ghoptions 
when you question sOmeone. | 
did havé one problem, when | 
loaded it up for the first time, | 
wanted to see the introduction to 
the game. After the introduction, 
the game went ballistic on me, 
and thereafter | had to hit my 
mouse button to get the “insert 
next disk" icon. This is not a very 
impressive feature! -Rick 


| never saw Hook, but I'm rela- 
tively familiar with Peter Pan and 
the plot of the recent movie. | 
expected this game to be more of 
an action title instead of an 
adventure, and | was pleasantly 
surprised by this style of game. 
The graphics ax@é Cartoonish, 
which | oftef@ dont Tike; But they 
work well #iére. PF think fhe inter- 
face is a/bit limited; sometimes 
it's difficlt to telNWAapyou can 
use or get information about. | 
also had a bit of trouble commu- 
nicating with other characters, 
since it seems that you have to 
end the conversation every time 
instead of being able to simply 
walk away. -Steve 
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From the creators of the Star Fleet series, Star Legions puts Your victories bring rewards and honors, leading you to your 
you in control of a mighty Imperial fleet invading the hated ultimate goal of gaining the Empire’s most noble rank— 
Alliance. Your warriors fight for the glory of the Empire, to Imperial Tribune! 


earn battle honors for their legions, and to wipe democracy 


Star Legions provides deep and exciting real-time game pla 
from the galaxy. Only the strong should survive to rule! 9 P P g g pray 


in a truly advanced space war simulation with a unique 


Each new planet is a fresh challenge. Bombard it with your “Invasion Command Console” graphic interface by Brett 
battlecruisers and destroyers. Assault its critical sites with Keeton. Your legions will conquer an almost unlimited variety 
your elite shock troops, then follow them with waves of of planets, frozen or scalding, barren or drenched. Hours, 
heavily armored warriors. Lead your troops at the strategic months and years of enjoyment are yours as you command 
or tactical level as they conquer in the name of your the Star Legions. 


emperor. Then on to the next planet! 
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(Actual screens may vary.) 
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~ Entertainment Pack 4 
by Microsoft | 
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In JezzBall, race against the clock to 
trap the bouncing balls in smaller 
and smaller areas. 


Chip's Challenge: LESSON 4 
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Overall Rating: 77°% 


ame ECs: 


Requirements: 640K, EGA/VGA, Windows 
3.1 or higher 
Support: Keyboard, Mouse 

_ Sound Support: Ad Lib, Roland, SoundBlaster 
_ Available for: PC and compatibles 

_ Designed by: Microsoft 

Distributed by: Microsoft 

_ Retail Price: $39.95 
Hard Drive Space: 2 Meg 
No. of Players: One player 


In Chip's Challenge, you must run 
through mazes to find the chips 
needed to escape. 


‘Game Options ‘Help 


Windows is a great business pro- 
gram, but how well does it play 
games? Microsoft addresses this 
question with the latest installment in 
their entertainment series. Entertain- 


ment Pack 4 contains seven games 
designed to tease your brain and drop 
your productivity to zero! Start off easy 
with Tic Tac Drop, a vertical tic-tac-toe 
game. Then, move on to the casino 
for a game of blackjack with Dr. Black 


Jack. An on-line tutorial will help you The old classic Connect Four is giv- 


out when you aren't sure whether or en a new twist in this version of Tic 
not to take a hit. Chess players will Tae Drop. 


enjoy the version included here, as it 
includes an excellent intelligence 
designed to challenge even the best 
player. Number puzzle fans can try 
their hand at Go Figure!, in which a 
series of mathmatical operations must 
be put in order to reach a specified 
answer. For those interested in spa- 
cial games, Maxwell's Maniac will 
prove to be a challenging task. 
JezzBall brings a new version of the 
arcade classic Qix to the Windows 


screen. For the ultimate challenge, Bet against the computer dealer in 


take on Chip’s Challenge and puzzle pr Black Jack. Be careful when you 
your way through dozens of levels! take a hit! 
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The Entertainment Pack 4 offers 
a variety of games to capture the 
player's attention. While a num- 
ber of them do not really appeal 
to me personally, the different 
types of games increase the 


getting bored. | had played Chip's 
Challenge before, and was not 
really impressed by this version. 
The blackjack contains a nice 
instruction feature for novice 
players. The other games would 
not rate as highly as the ones | 
have mentioned. -Alex 


Microsoft Windows opens a 
whole new chapter for computer 
games. There are several games 
here, and Tic Tac Drop is my per- 
sonal favorite. | sat down and 
immediately started playing this 


good hour 
Chips Challenge was originally 
for the Atari Lynx, and | think 
that's where it should stay. Dr. 
Black Jack is the weakest one of 
the bunch. All in all, this is a good 
game set that can provide you 
with hours of fun! -Rick 


The variety of games presented 
here is quite good and the price 
for the product is just right. | real- 
ly enjoyed JezzBall and Tic Tac 
Drop. Maxwell's Maniac was 
more annoying than anything, 
and | didn't find much to like in 
the che ato Figure! 
was amus! r le and the 
blackjack not all 
that grea a tively 
entertaini Th disap- 
pointment was the control on 
Chip's Challenge. Don't try using 
the mouse! Use the keyboard 
and it's pretty good, even if the 
graphics aren't the best. This is a 
good addition to any Windows 
collection. -Steve 


r 


Tag 
SOR 
led 


sae 


A GREAT WAR. 
A LOST PARADISE. 
AN EPIC ADVENTURE. 


STAR CowmRol Il, 


THE QUEST FOR EARTH BEGINS. 


ACCOM ANIW 
TWwALIUS WL 


The best in entertainment software.” 
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: ae : . : ‘ ae Star Control ll is a ttademark of Accolade, Inc. 
aa ya . ee ¢ 1992 Accolade, Inc. All rights reserved. 
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Comanche Maximum Overkill 
by NovaLogic 
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Originality 
Playability 
Intelligence 
Graphics 


Overall Rating: 93°%o 
Game Specs: 


Requirements: 386 or greater, 4 Meg RAM, 
VGA graphics board 

Support: Keyboard, joystick 

Sound Support: Adlib, Soundblaster, Roland 
Available for: PC and compatibles 

Designed by: Kyle Freeman, John Garcia 
Distributed by: NovaLogic 

Retail Price: $69.95 

Hard Drive Space: 12 Meg 

No. of Players: One player 


{| The smell of the 
ip [high-octane fuel and 

the whine of the T- 
800 turbine engines 
hit your senses like 
a freight train. You 
stand in front tof the Boeing Sikorsky 
RAH-66 Comanche and do a mental 
take-off and quick flight. As your 
commander barks out the orders, 
you quickly come to and climb into 
the cockpit of the most advanced 
gunship ever designed and built. 
Switching the air conditioning on 
barely alleviates the blistering heat 
from the desert here in the Middle 
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Your craft, the Boeing-Sikorsky 
RAH-66 Comanche gunship, is 
ready for battle! 


During training missions, you 
must do your best to master the 
controls of the Comanche. 
Untrained pilots will perish! 


East. While this bird has some 
amenities, Mother Nature still shows 
her displeasure with war. However, 
innocent lives are being lost every 
day, and you have the power to stop 
the oppression. And with great 
power, comes great responsibility. 
Comanche Maximum Overkill is a 
new military helicopter flight simula- 
tor from NovaLogic. This game 
incorporates a brand new graphics 
display system which provides supe- 
rior recreation of terrain and visual 
awareness for the player. The player 
is in control of a Boeing Sikorsky 
RAH-66 Comanche Helicopter, com- 
plete with all the modern technologi- 


A rear-flight view is available in 
addition to the traditional cockpit 
perspective. 


cal advances in hardware and com- 
puterized enhancements. The 
graphics are far superior to any flight 
simulator produced thus far, and the 
flight control is easy to learn. 

This flight simulator has been 
developed to put the player in a real 
combat situation. The trivialities of 
managing a complex machine are 
not paramount; rather, putting the 
player in the "combat envelope" of 
the Comanche was the primary goal. 

In each of the missions, the player 
will be tested in a series of highly 
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possible (and probable) military sce- 
narios in a world-wide theatre of 
operations. When the game begins, 
the player has the option of selecting 
a training mission or entering into 
Operation Maximum Overkill. Obvi- 
ously, the training missions allow for 
the player to become more familiar 
with the Comanche. The simulation 
can be run using the keyboard or a 
joystick. Using the training missions 
allows for good practice on the cyclic 
controls, weapons choice, and mis- 
Sile firing. 


This simulator provides incredi- 
ble nighttime fighting scenarios. 
The advanced on-board comput- 
ers let you see in the dark! 


Once in the air, the player sees 
the game through a first person 
cockpit view. This view can be 
changed in a variety of ways, includ- 
ing having a outside rear-view with 
continuous control over the craft. 
The main cockpit screen displays 
many complex controls, including 
infra-red and radar detection lights, 
a compass, thrust gauges, speed 
gauge, radar altimeter, threat indica- 
tor and more! The LCD TAC dis- 
plays can be changed to fit the play- 
er's own taste, via the function keys. 
The TAC can show various digital 
displays: digital map, threat indica- 


Your dual Tactical Display Moni- 
tors give additional information 
about terrain, damage, and other 
important factors. 


Ce SCE aTe : Pati thacd 


The advanced graphic display = 
system used in this simulator _ 
allows for incredible detail when = 
flying through can yons. o 


tor, target acquisition system, mis- : 
sion status, damage status and _ 
future expansion. These views ~ 
become invaluable during combat. 
Another impressive graphical — 

_ dimension is the ability to have "drop — 

~ cameras" that rotate to follow the | 
progress of | your flight. These unique | 

- ground: ‘level views add to the many © 


ee 


By using your ean Hellfire : 
_ missiles, you have the ability to 
_ destroy enemy targets with mini- 

_ mal risk to your craft. x 


incredible in- flight modes already — 
available. 2 
Comanche Maximum Overkill pro- 
vides real enemies in real combat 
situations. Fly in day and night mis- 
sions, utilizing state-of-the-art com- 
puters and HORRORS systems. 


—,| 486 50mhz machine. On s 
| systems, CMO is a bit cho 


From hea first time r saw chis 
game, | was impressed. As much 
as | have tried to stress how sec- 
ondary extras like graphics and 
sounds are, it was the graphics 
that caught my attention immedi- 
ately. They are, without doubt, the 
most impressive | have se 
any flight game. Despite this 
prepared to be objective unt 
to play it. When this finally cam 
about, | was very pleased. 
scrolling was as smooth as the 
graphics would lead you to 
believe. Furthermore, the game 
contains superb sound effects to 
represent the noises of helicopter 
combat. The most important factor 
in my spp racianoh of Comanche 


When | first heard about his game 
| thought it would be just your typi- 
cal helicopter simulator. | was 
dead wrong! This. game will set the 
standards in graphics for every 
other flight game to come! This is 
a bold statement to make, but it is 
true! When you take your fi 

in this game, you won't 
concerned about the trai 

sion. You will immediatel 
looking at the terrain and w - 
ably try to fly into the canyons ata 
low altitude. A game can look as 
good as it wants, but it has to play 
well, too. | am happy to say 
Comanche Maximum Overkill has 
good game play. The controls are 
very responsive and | tilted my 


that this game will completely 
redesign all future helicopter and 
possibly aircraft flight simulations 
in the future. Are they right? Quite 
possibly. CMO is, without a doubt, 
the most attractive piece of flight 
simulation I've ever had th 
play. The terrain is amazin 
istic and animates very flui 


J 


- but it is still worlds above other 


ni 


flight games, particularly helicopter 
sims. | like the twin readouts 
offered below the HUD in the 
cockpit. Even in these displays, 
particularly the top-down view, the 
terrain is won detailed and 


Mdrten Svereat 3 was tHe overs 


I've been told by several people 


ease with of the game play. Even 
|, one of the more mediocre flight 
game players on the planet, could 
play the game without too much 
difficulty. The game was easy to 
understand and control. A player 
basic grasp of the game can 
ly get into Comanche and 
him- or herself. There are a 
ty of terrain types to 
unter in the different mis- 
sions. Nothing beats flying along 
volcanic canyons hunting enemy 
tanks. When you find them, lock 
on your Hellfire rockets and blast 
them into heated metal chunks. 
Or, for more of a personal touch, 
use los cannons. 
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head teh Bie to Sside when twist- 
ing turning through the canyons. | 
got into the game and lost all track 
of reality for the moment while | 
was playing. That ‘s what we all 
play these games for isn't it? The 
first couple of times | played the 
| failed miserably. The con- 

heme is difficult to learn, but 

all, how easy would it be to fly 

of these babies? Since the 
phics and game play are this 
good, | also wondered about the 
quality of the sound. It's fantastic. 
Everything is digitized from the 
explosions to the people who are 
talking. The night flight is the best 
| have ever seen. This is not a 
game, it's an a “Rick 


isa naaeate to behold. Penk. | 
found CMO to be more fun when | 
avoided my mission responsibili- 
ties and just flew around, looking 
at the terrain. This is not to say 
that the combat aspects are not 
good. They are, but virtually every- 
in the program pales in com- 
to the graphics. In fact, in 
t | had a difficult time target- 
y weapons at first. | also had 
le of situations where | 
could not climb any higher, but the 
system was telling me to pull up. 
Still, even with these minor prob- 
lems, CMO is a must-have game 
for any flight sim enthusiast. If you 
miss this one, forget about playing 
flight sims for a while! “Steve 
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Andrew Visscher's and 


The greatest collection of 
solitaire games ever! In addition 
to the 105 individual games, 
there are tournaments, quests 
and cross country journeys for a 
lifetime of gaming entertainment. 
"Solitaire's Journey" ranges from 
the simple and easy all the way 
up to the strategic and 
challenging. 


Bruce Williams Zaccagnino's ... 


[ae 


105 SOLITAIRE GAMES 

(Most of the world's best) 
TOURNAMENT PLAY 

(Set tournaments or create your own) 

4 INTRIGUING QUESTS. 

SEVERAL CROSS-COUNTRY TOURING 
COMPETITIONS. 

COMPLETE HISTORY AND OVERALL 
AVERAGES FOR EACH GAME 


Quantum Quality Productions jing 


The "Solitaire's Journey” computer 
game is IBM PC and soon to be 
Amiga compatible. It can be 
obtained through your favorite 
retailer or ordered direct by calling: 


1-908-788-2799 


©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
Amiga is a trademark of Commordore. 


Another Mark Baldwin Triumph!! 


Please set starting 


This game is based on a twelve year old 
tournament series and includes a highly 
refined yet simple playing system. 
© Gorgeous playing field and landscapes. 


¢ Clean and simple interface. 
© Two difficulty levels. 


Can You Be?... 


»- 


Quantum Quality Productions; ing. 


You control every move and fire of your forces. 
Superior artificial intelligence. 

One or two players, human or computer, plus 
play by modem. 

A wide range of intriguing scenarios. 

The thrill and sounds of artillery, tanks and 
infantry in action. 


Range. $8 
Prob Hit: 35% 


“The Perfect General’ computer game is 
IBM PC and Amiga compatible. It can be 
obtained through your favorite retailer or 
ordered direct by calling: 
1-908-788-2799. 
© 1991 QQP and White Wolf Productions. Ali rights reserved. 


IBM is a trademark of International Business Machines. 
Amiga is a trademark of Commadore. 


L.A. Law 
by Capstone 
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Originality 
layability 
ntelligence 


Overall Rating: 81% 
Game Specs: 


_ Requirements: 640K, EGA 
Support: Keyboard, Mouse (recommended) 
Sound Support: Most sound boards 
Available for: PC and compatibles 
Designed by: Capstone 
Distributed by: Capstone 
Retail Price: $59.95 
Hard Drive Space: 2.5 Meg. 
No. of Players: One player 


In Capstone's version of the televi- 
son show L. A. Law, you take on the 
role of Victor Sinfuentes, Abby Perkins 
or Jonathan Rollins. Try up to 10 cas- 
es, using your own legal skills and the 
advice of office mates Grace Van 
Owen, Douglas Brackman and others. 
Starting out in your office, you have all 
of the items you'll need available to 
you. Use your phone to contact peo- 
ple and places like the Department of 
Motor Vehicles, the District Attorney, a 
police buddy, a friend in the court- 
house, a typologist and others. An 
example of a common case you will 
try is "The Case of The Wrathful 
Race." A car goes off a cliff during a 
race. Your client is accused of push- 
ing the other car off, but it may have 
been a suicide or a simple accident. 
Using your resources, you must get 
your client off the hook! L.A. Law sup- 
ports 256 color VGA graphics, which 
include digitized pictures from the 
show and digitized voices. For exam- 
ple, if you make an objection in the 
court room, you will see and hear the 
judge's reaction. All of this adds to the 
realism of the game. 


Receive help from your fellow co- 
workers like Grace Van Owen or the 
womanizing Arnie Becker. 


Case File - Police Report 


Witness called emergency dispatch to report blue 
Pontiac Firebird off road on Mulholland just west of 
Encino Hills Drive. Police and fire units dispatched 
2140h. Driver was only occupant. Transported. 

: at oe DOA Northridge Hospital at 2215. 

river IDed as Edward Bennett of $512 Hazeltine 
Ave., Panorama City. Witness reported secing a red 
Ford Mustang in high a gh ie race with subjec 
vehicle. Second vehicle did not remain at scene of 
incident. 

Examination of subject vehicle revealed damage 
to passenger side not consistent with other 
damage caused by vehicle leaving road. Also found 
in the passenger side damage ar¢cd were red 
| colored smudges identified by the police lab as 

automobile paint. 

Subsequent investigation identified suspect 
¥Yehicle as registered to Timothy Murdock of 5437 

Norwitch, Apt. 201, Sherman Oaks. 


The file from your desk is a com- 
plete case history. The vital clue may 
be easy or hard to find. 


Tia) oo 


From this screen you can seek help 
from your friends or you may choose 
to go directly to court. 


The prosecutor will be ruthless, so 
stay sharp and gather all of the evi- 
dence you can to support your case! 


COMPUTER GAME REVIEW 


| have to say that | have never 
watched the T.V. show that this 
game is based upon, because 
that kind of show never really 
interested me. The game, howev- 


quite up to when | first played. | 
found that trying to get your client 
off the hook was not an easy 
thing to do. | think that one of my 
major complaints with this game 
is the fact that you have so little 
control over the court proceed- 


ings. -Alex 


L.A. Law is my second favorite 
television show on the air, so you 
can imagine the anticipation | 
had when we received this game. 
| was not disappointed. L.A. Law 
lives up to its T.V. counterpart. 


of the other characters. 
| was disappointed in was the 
sound; it could have been better. 
Adding more cases would have 
improved the game as well. 
Maybe there will be some add-on 
disks. The trial scene is very real- 
istic. Objection sustained! -Rick 


Real-life TV crime drama isn't my 
thing, so I've never really 
watched L. A. Law. I've also nev- 
er been much of a fan of mystery- 
style games, so this title had a 
couple of strikes against it com- 
ing in. The first thing | noticed 
with the hile the 
graphics ar of the 
pictures of pretty 
hazy and to look 
at. Gettin owever, 
| found a pretty decent game. 
The cases are good and since 
you only have a limited amount of 
time to create a sturdy defense, 
you have to work fast and intelli- 
gently. All | want is more cases to 
play. -Steve 
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CGR Game Ratings 


Originality 
Playability 
ntelligence 
Manual 
Graphics 
Sound 


Game Specs: 


Requirements: 640K, Hard Drive 
Support: Keyboard, Mouse 

Sound Support: Ad Lib, Roland, Sound- 
Blaster, Covox, Pro Audio Spectrum 
Available for: PC and compatibles 
Designed by: Matt Gruson 

Distributed by: Microprose Software, Inc. 
Retail Price: $69.95 

Hard Drive Space: 12.8 Meg 

No. of Players: One player 


Microprose now releases its first ani- 
mated graphic adventure, Rex Nebu- 
lar and the Cosmic Gender Bender. 
You take on the role of the semi-hero- 
ic Rex Nebular as he tries recover a 
precious artifact for a mysterious 
colonel. After a surprise attack, he is 
forced to crash land his ship, the Slip- 
pery Pig, on a planet that is not sup- 
posed to exist. While he explores this 
strange new world, he soon discovers 
that it is inhabited entirely by women. 
Women who are in need of his, ah..... 
services, to keep their planet populat- 
ed. Rex has to use what wits he has 
to overcome the puzzles and pitfalls 
that block him from his goal. Included 
in those obstacles is the threat of the 
fiendish Gender Bender (which does 
what it sounds like it would), bane to 
macho men everywhere. This game 
features lip-synched digitized speech 
and sound effects. A number of 
options such as the speech and rotat- 
ing inventory items can be turned off 
and on to prevent memory conflicts. 
Note: Rex Nebular and the Cosmic 
Gender Bender contains some 
scenes of nudity and violence. 


Rex Nebular is a decent graphic 
adventure. The quest is entertain- 
ing and amusing and offers a rea- 
sonable level of challenge. The 
sound is pretty good and for the 
most part, | liked the graphics, 
too. HoweVem | dommoi like the 
way thé people "were "drawn." 
The graphic Style t#at Was used 
make their téatures 16k some- 
what ing@istinct ana pixelized. The 
interface iS Simple to use and the 
inventory is easily accessible. 
The fade-in-and-out when you 
pick up an item and the optional 
rotating inventory items are fea- 
tures which make the game a lit- 
tle more original. It's not a great 
game, but a good one. -Alex 


When Rex took the job to recover the 
vase from the hidden planet, he did 
not expect this kind of reception. 


The graphics and animation in 
this game are great. Microprose 
has just the right speed to not 
slow down the game play and 
enhance the graphics. The sound 
is great, right down to echoes 
(Roland@sahithS oun@Blaister Pro 
were used). The/hAumor's done in 
good\taste, and the Naughty 
mode canbe turnedion/and off in 
the instalbprogram By simply 
erasing the install file. This gives 
parents complete control over 
what's on-screen. When an error 
was encountered due to my own 
mistake and the program 
crashed, the game did an emer- 
gency save to protect my game. 
This is a great addition! -Rick 


Thanks to the emergency landing, 
Rex's ship is in bad shape. Be sure 
to look around before you leave. 


| 


It seems that prurient interest 
games like this one have become 
more and more popular lately. 
This isn't necessarily bad, 
because they are occasionally 
enjoyable. The thing that | noticed 
about Rex was that the animation 
was gorgeous, @veq ff the graph- 
ics werent @s cri§p-as | would 
have liked. Am fact, the Blurring of 
figures and Backgrounds is a bit 
disturbing When you/@an't see 
much detail. Rex tries to be funny 
and it sometimes succeeds, but 
more often than not, | didn't laugh 
at was | was "supposed" to. Rex 
is a decent game, but | really did- 
n't find it to my liking. Maybe next 
gender bend. -Steve 


Rex discovers that the planet is very 
different from what he is used to, but 
it is also strangely familiar. 


Oh no! Rex has fallen to victim to the 
insidious Gender Bender device. 
What will Rexina do? 
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CGR Game Ratings 


Intelligence 
Manual 
Graphics 
Sound 


Overall Rating: 
Game Specs: 


Requirements: 640K 

Support: Keyboard, Mouse 

Sound Support: Adlib, Roland, Sound Blaster, 
ProAudio Spectrum 

Available for: PC and compatibles 

Designed by: Chris Jones and Kevin L. Jones 
Distributed by: Access Software Inc. 

Retail Price: $69.99 

Hard Drive Space: 9.5 Meg 

No. of Players: One player 


Anyone who appreciates a good 
interactive adventure game will be 
impressed with Amazon, Guardians of 
Eden. You take on the role of Jason 
Roberts, a mild mannered scientist 
with a rather famous brother—famous 
in the undercover world of the 1950's. 
Your brother has ventured on a scien- 
tific expedition deep within the jungles 
of the Amazon basin. One day, you 
arrive at work and the director informs 
you that your brother is missing; no 
one knows exactly what happened to 
him, but with the "red scare" running 
rampant, foul play is always a possibil- 
ity. However, there is some evidence 
of a major scientific find, as well as a 
hint of the "supernatural." From the 
contents of the letter he sent.to you, it 
appears that he desperately needs 
your help! Another unique feature of 
this game is the necessity to play as 
Maya, a mysterious beauty who teams 
up with Jason to help in the rescue. 
You must master her own special 
characteristics to help fend off ten foot 
ants and find Cortez's stolen emer- 
alds. Experience an uncanny adven- 
ture and beautiful scenery in Amazon! 


Your brother's expedition in the 


CLESECELT GUE 


The game is set up like a 50's style 
movie serial. After completing certain 
actions, you'll see screens like this. 


Amazon is a reasonably enjoy- 
able game with pretty good 
graphics and a workable plot. 
The interface is a bit ragged, 
making it somewhat more difficult 
to play than it needs to be. | also 
questi@nmtinesuSesofmyeice in this 
game."Sinee it iS Only Used irreg- 
ularly, it Pally S@@mS to detract 
more thaw ad@S tothe game. It 
should Mave beemmused either 
throughout the gameé or not at all. 
| did like the function which 
allowed you to get hints from the 
computer on playing the game. 
The serial film feel to the game is 
a nice touch of originality, but the 
game still plays too stiffly to really 
hold my interest. -Alex 


Amazon basin seemed to be running 
smoothly. 


This is a good, solid game that 
caught my attention. The first 
thing to mention is the ability to 
change graphic modes in the 
game, from VGA to Super VGA. 
This is a great feature, giving you 
the beste§GSsible iGtiines at all 
times. ThE animation could have 
been better fer thes¢haracter, but 
the scfolling 1S\ exceptional! The 
plot is ‘alSoNgood.‘Oneiother thing 
| was impressed with Is the install 
program; it is the best | have ever 
seen! You get to answer trivia 
questions while it is installing, 
and this is a great idea! The 
game has on-line hints for all 
player levels, from novice to 
experienced! | -Rick 


Aaargh! Who is behind the mysteri- 
ous disappearance of this scientific 
party? You must find out! 


ic ¥ é: ae ‘ 
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You must search your brothers labo- 
ratory for information and items to 
help you on your rescue mission. 


| admit that | was a touch leery of 
Amazon because | have painful 
memories about Martian Memo- 
randum. However, my fears were 
unfounded. Amazon is not only 
intelligently programmed, but also 
contains a decent amount of 
humor. \@OVeRth eiWaiyeth at the 
game if Sevup as al Series of 
episodes dn a@ Movie $6fial. This is 
an inventive Way to @o\about 
advancing the plot. It also gives 
you ready-made places to save, 
since each new section starts 
with a synopsis of what went 
before. | don't like that you can't 
close doors, but I'll live with it. 
Great music and graphics only 
add to the fun. -Steve 
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with new skills, for a new world... 


A 


production designed by 


** 12 BRAND NEW TRIBES OF 
LEMMINGS, EACH WITH THEIR OWN 
SKILLS 

* SKIERS, SURFERS, BONGO PLAYERS, 
SNAKE-CHARMERS & MORE 


* PUZZLING PROBLEMS WITH 
HILARIOUS ANIMATION 


Psygnosis 
29 Saint Mary's Court 
_ Brookline, MA 02146 
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SAVE THE TRIBES & WIN THE | 
TALISMAN 


8-WAY SCROLLING 
ENHANCED SOUND SUPPORT 


WITH DIGITIZED LEMMING VOICES 


RIVETING GAME PLAY IN THE 
LEMMINGS TRADITION 


Tel: (617) 731-3553 
Fax: (617) 731-8379 


Spelijammer: Pirates of Realmspace 
by SSI 
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CGR Game Ratings 


Originality 
Playability 
Intelligence 
Manual 
Graphics 
Sound 


Overall Rating: 
Game Specs: 


Requirements: 640k 

Support: Keyboard, Mouse (recommended) 
Sound Support: Soundblaster, most major 
sound boards 

Available for: PC and compatibles 
Designed by: Al Escudero 

Distributed by: Strategic Simulations, Inc. 
Retail Price: $59.95 

Hard Drive Space: 6.5 Meg 

No. of Players: One Player 


You can't believe you've been sit- 
ting here listening to this old sailor 
for hours. His tales describe trips to 
fantastic places all over the uni- 
verse, finding riches and battling 
monsters. You never thought that 
anything existed outside your world 
of the Forgotten Realms. However, 
the rest of the sailors in the bar 
seem to give creedence to the old 
man. After a while, you find yourself 
sipping some ale on his old ship. He 
offers it to you because he feels you 
have the Spelljamming abilities that 
other men in the area lack. You feel 
a strong sense of excitement run 


This is your ship, the Meandering 
Beast. With it, you will embark on 
an adventure of a lifetime! 


Your navigation controls allow 
you to plot courses for planets 
within your own system as well as 
ones which are further away. 


through your soul. Now, you have a 
ship. The rest is up to you. 
Spelljammer: Pirates of 
Realmspace is a unique space role- 
playing game using the popular 
Advanced Dungeons and Dragons 
game style and characters. This is a 
new approach to the AD&D gaming 
series, allowing the adventurer to 
explore the outer reaches of space 
rather than hack their way through 
the familiar fantasy settings. This, 
the first in a series of space RPGs 
from SSI, promises to follow in the 
footsteps of the popular Forgotten 
Realms RPGs. 
Spelljammer begins at a dock in 
Toril, giving the player three weeks 


SNe Weekes” 


When you 
encounter an enemy vessel, an 
intense fight will begin. 


of air time, a 12-man crew and a 
small amount of currency that will 
hopefully turn into a fortune with the 
proper battle and adventuring tech- 
niques. The player is able to choose 
from a variety of involved gaming 
options, and the final goal is to skill- 
fully destroy a Neogi slave base and 
ascend to the honorable rank of 
Captain. 

The game's originality is enhanced 
by its 3-D perspective, and the play- 
er will be forced to confront various 
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aspects that could only be found 
while adventuring in space—different 
laws of physics and new and unique 
monsters, for example. 

When engaging in ship-to-ship 
combat, the player must evade the 
enemy and board the opponent's 
ship while maintaining the morale of 
his own crew. When attacking an 
enemy ship, the battle scenes out- 
side of the ship are quite impressive, 
using a unique 3-D view for firing 
and navigation. 


While the top-down view of com- 
bat is similar to other AD&D 
games, the actual combat 


sequences are unique. Many 
options are available. 


When you board an enemy vessel, 
the action turns to an overhead 3-D 
view, showing your men and the 
opposing ships’ crew in a combat 
formation, similiar to what is found in 
the other AD&D games. However, 
this is where all similarity ends. 
Spelljammer provides an entirely 
new combat system. Using spells, 
hand-to-hand weapons, missile 
weapons and many other tech- 
niques, the player must strategically 
plan every combat move and must 
also be a quick thinker. The combat 
speed is remarkably fast and furious 
which keeps the game moving at a 
comfortable pace. Every character in 
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After landing on a planet, your 
crew may visit different areas. 
Listen carefully to anyone you 
may meet, and use the facilities to 
strengthen your men. 


| " Speliamenae allows the sige to 
navigate the ship to one of many — 
cap oaaabig from — on the — 


games based around. the 
Advanced Dungeons and Dragons 
games (and being somewhat 
knowledgeable in the area of 
paper RPGs), | had some idea of 
what to expect from Spelljammer. 
However, | found myself 
Surprised by what | fou 
game style was very differe 
what | had experienced pr 
and yet it was also famill 
combat was not quite the same, 
but still not all that different. The 
scale of the battles was somewhat 
larger. The biggest adjustment, of 
course, was the way the game 
was centered around your Spell- 


sshd vessel rather then a party 


It is no secret that | like SSI games Me 


a lot, and this game is no excep- 


| tion. | found it difficult in the begin- 


ning to get used to the new type of 
game. It's an Advanced Dungeons 
and Dragons game, but | found it 
hard to get it in my head that | am 


| doing all of this in space a 


a dungeon. | like how y 


| your character in the begin 


the game. You can choos 

variety of characters, fro 

to fighters to magic-users. n 
you Start out, you get your own 
ship, and this is how you Spelljam 
to other planets. When you get to 
these planets, you have several 


ne options. You can go to the leader 


| pela IGBKEE Ike an inter- = 
7 | esting title, but I'm not as thrilled 


Steer oe dddition. ike sahever Gain = 
match his ability to the game via = 
she difficulty levels. 


Pi 


hood pub. Many a hardy sailor 
will be ready to join yeue band of 


adventurers! 


| to be a fantasy role-player, 


of the planet, buy weapons, or 


with it as | expected to be. This is 
not to say that it is inferior or that it 
isn't any good. Quite the contrary. 


| Spelljammer is well made and it 


plays pretty well, too. The problem 
| have with it is its subject. | 


is. It also wants, in some way 
be a science fiction role-pl 
Now, | love a good sci-fi sto d 
| also enjoy fantasy, but | have a 
hard time dealing with them 
together. In other words, I'd rather 
have the fantasy without the 
spaceships or the spaceships with- 
out the magic. Another problem | 


Having played many of the SSI « 


of adventurers: Also, the oblect 6 x 
the game was not quite as clear 
cut as in other AD&D games. 
Since you are being thrust into an 
entirely new set of circumstances it 
takes you some time to get used to 
what to expect from any given situ- 
. For a while you will not be 

of how to deal with other 

| ming ships. Unfortunately, 

st learned by experience. 
Als ecause you run into the 
“bad guys" pretty quickly, you do 
not have much time to gather 
experience to improve your char- 
acters. | would have to say that 
this game takes some getting used 
to before you can enjoy it the way 
: snouid be wi Aa “Alex 


even wander off to a bar where 
you can be hired for a job. The 
decisions are yours, and there are 
a lot of them! The combat 
sequence is very good, but differ- 
ent from other SSI games. If, for 
example, you choose to ram a ship 
ight it, you can basically 
e the ship while you are 
. You can fight over a huge 
ar the ship: this is my favorite 
f the game. The graphics 
and the sound are good. | like the 
way you have to maneuver to the 
different planets, but is does take 
some time to get there. All in all, 
this is a good solid game that will 
give you hours of role-playing 
pleasure. 


mitial SACOLTEGEE 9 were pretty jm 


tough. My crew was slain by a 
horde of umber hulks within a cou- 
ple of rounds of combat. | under- 
stand that this could happen in 
space, at least in the world of 
Spelljammer, but it made the game 
ard to enjoy when my crew 
aracter were brutally killed 
t much of a fighting chance. 
hile many of the graphics 
e, some of them look a bit 
shoddy, particularly those used in 
the character creation. Spelljam- 
mer is not as bad as | am making it 
out to be, but it really doesn't hold 
my interest. I'll wait for Dark Sun 
instead of spending my time with 


this one. -Steve 


“Rick | 


had with this SHrns was that the 
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Wayne Gretzky Hockey 3 


by Bethesda Softworks 
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CGR Game Ratings 


Overall Rating: 75% 


Game Specs: 


Requirements: 640K, EGA 
Support: Keyboard, Joystick, Mouse 
_ Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 
Designed by: C. Walton and D. Gregory 
Distributed by: Bethesda Softworks 
Retail Price: $59.95 
Hard Drive Space: 7 Meg 
No. of Players: One player 


Hockey fans all over the country 
know the name of Wayne Gretzky, 
perhaps the greatest hockey player to 
ever live. This third game in the series 
that bears his name includes several 
new features like larger on-screen 
characters, a more powerful artificial 
intelligence and a 3/4 perspective. In 
addition to the new features, Gretzky 
3 has the same addictive game play 
as the previous titles in the series. 
Take to the ice and hone your stick 
handling skills. While you will occa- 
sionally find yourself open for a shot 
on goal, you will more often have to 
use teamwork to get the job done. 
This means learning to pass and play 
with your computer-controlled team- 
mates as well as improving your own 
skills. Actual NHL teams with the real 
players are featured. During the 
game, you will see penalties called, 
make line changes and show off your 
expertise at penalty killing when play- 
ing shorthanded. Only the very best 
players will make it all the way through 
the season for a final showdown in the 
Stanley Cup finals. Can you take your 
team all the way? 


In addition to this top-down view, 
Gretzky 3 also offers a 3/4 perspec- 


Get ready to hit the ice with the one 
of the greatest hockey players ever 
in Wayne Gretzky Hockey 3. 


‘on F 
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Fights will be shown on the screens 


above the rink. Do this too often and 


you'll run out of players! 


The Blackhawks shoot from in front 
of the goal and put the puck in the 
Bruins’ net to take the lead! 
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It is difficult for me to feel that | 
am giving this game a fair review. 
| am not much of a sports fan to 
begin with, but out of them all, 
hockey may be my least favorite. 


game 
| find 
However, 
that this 
| have 
sequences and coaching options 
were able to breathe a little life 
into what | would normally find 
rather boring. The game play was 
pretty standard in comparison 
with games | have played in the 
past, which is to say it's reason- 
ably playable. -Alex 


| was never a big hockey fan and, 
frankly, Wayne Gretzky is my 
least favorite player of all. Putting 
this aside, there are some cool 
features in the game, like the 
fights. What would a hockey 
game U hts? The 
graphic ry , but | had 
trouble ge t to work 
properly. n S good. 
| though game ed sur- 
prisingly slow for the graphics 
system used. It's slower than it 
should be. | do like the coaching 
options, and _ this is the best part 
of the game. When | go out and 
spend $60.00 for a game | want 
the excitement to last; this one 
just fades away. -Rick 


| enjoy watching the Blackhawks 
on television, so | approached 
this title with interest. Gretzky 3 
has some nice new features, per- 
haps the best of which is the new 
perspective. This is definitely the 
prettier of the two views, but | 
e from 
as rised to 
sily the 
mouse. 

od graph- 
ics during penalties and scoring. 
This is a decent hockey game, 
but it really suffers from what 
most computer team sports do: 
inadequate control. | also fail to 
understand why sports games 
need sequels. -Steve 
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Whether you’re diving blind through fog to find a 
runway or loop-de-looping to save your tail, get your 
hands on VIRTUAL PILOT, the flight yoke that looks 
and feels exactly real... because it is. Designed by an 
airplane builder, VIRTUAL PILOT flies any simulation or 


game that supports a joystick. Works with all IBM and compatibles. And you won’t have 
to fly halfway around the world to buy it. Just buzz your local store. 


VIRTUAL PILOT 
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The Terminator 2029 


by Bethesda Softworks 
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Overall Rating: 
Game Specs: 


Requirements: 640K, 386/20 MHz 

Support: Keyboard, Mouse (recommended) 
Sound Support: Roland, SoundBlaster 
Available for: PC and compatibles 
Designed by: V. J. Lakshman 

Distributed by: Bethesda Softworks 

Retail Price: $59.95 

Hard Drive Space: 12 Meg 

No. of Players: One player 


The year is 2029, 
and under the com- 
mand of the SkyNet 
Central Command 
system, an army of 
androids and battle 
vehicles have taken over the world. 
The small pocket of humanity that still 
remains bitterly fights the machines in 
a seemingly futile effort to reclaim 
their world. When all seems lost, a 
new discovery is made! An exoskele- 
ton theorized to be the prototype of 
the deadly humanoid terminators has 
been found. With some adjustment, 
this could be the weapon that mankind 
has been searching for in the war 
against its foe. It is your duty as one of 
Earth's last human defenders to don 
the Advanced Cybernetic Exoskeleton 
(A.C.E.) and use its capabilities to 
combat those who would cause 
human genocide. In an action/RPG 
game style, Terminator 2029 allows 
you to duke it out with mechanical 
monstrosities while gaining experi- 
ence. Take on 19 missions in your 
crusade against SkyNet. Additional 
mission disks are planned. 


| PLERSURE TO MEET TOU, SERCEAMT. SOME OF THE EOTS 
PREFER TO ME AS 'MERLIN'. I'VE SEEM A LOT OF ACTION. IF rou 
SLISTEHM TO MT ADVICE, TOU SHOULD EE ABLE TO CRUSH THESE 


You humans have to stick together. 
The advice of 'Merlin' may help save 
your life some day. 
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Create your character and suit up in 
the A.C.E. battle armor. Your choice 
of weapons could spell life or death. 
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The Resistance will ask you to 
undertake a variety of missions to 
bring about the fall of SkyNet. 


The terminators and hunter-killers 
are tireless machines. You may fall to 
the might of technology gone mad. 
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Almost from the very beginning, | 
was impressed by this game. The 
graphics are unquestionably of 
exceptional quality and the sound 
effects are equally good. The 
entire concept of the game 
appearsstombe welmtitought out. 
The controls are fa littl“ awkward 
at first) DUbyOU SOON get USed to 
it. The game itseliis very difficult; 
the terminators and hunter killers 
can damage your battl@Suit quick- 
ly, and it is hard to find a safe 
place to rest while working 
repairs. While in some games 
this would prove to be really frus- 
trating, somehow, in Terminator 
2029 it seems to just add more to 
the challenge. -Alex 


Terminator 2029 is a fun game to 
play and is 100 percent better 
than the original game. The 
graphics and sound are fantastic! 
| found the control a little awk- 
ward at first but it soon becomes 
secon@mMdture. mais mst isn't 
another Snoemiem-up game; you 
have t6 Use Strategy during your 
missions: One\Oiwny favorite 
parts in teé-gameNs the Way you 
can heal yourself. You will see lit- 
tle schematics and a whole 
bunch of codes. You also have 
the choice of which systems to fix 
first. With a little practice, you will 
soon learn how to fight and have 
a good time doing it. I'll be play- 
ing this some more! -Rick 


Terminator 2029 is a hard game 
to play, not because the control 
scheme is difficult, but because 
the missions are very tough! The 
first time | walked out into battle, | 
got my head blown off by one of 
my first opponents. On the plus 
side, | did notice iat | improved 
as tim@ went on, Terminator2029 
is a MUStAave Game for any ded- 
icated lover OF action titles. The 
graphics are-very nice, particular- 
ly the hunter-killer ships. | love 
gearing up before the fights, too. 
While the game is very difficult to 
play well, all the parts are put 
together so well that | almost. 
don't mind getting killed. This is 
action at its best! -Steve 


_/ It’s time to break the mold. Step 
up to RAGNAROK and experience 
the vast, unbounded world of Norse 
mythology. | 
* Explore over 100 action-packed realms, featuring 
vivid, superfast VGA graphics. 
* Enter a highly interactive world where you pursue 


quests and adventures as you see fit... no set story 
line to follow. 


iv year is 999 A.D. The — 
time of great dread has come. Long 
have the Viking prophets foretold of 
RAGNAROK, the final battle of the gods, 
which will determine the fate of the world. 
From before the ancient times, the great gods 
of your people - Odin, Thor and the forces of 
Asgard - have championed the human race 
and have withstood the power of evil Surtr 
and his hoards of fire demons. Now the Hays 
have become dark and cold. | 
Many travelers and warriors have passed through your 
village into the wild lands beyond. Strange tales of : 
distant lands, wizards, powerful creatures and magic » "2 etd wor gga ae ; Boe 
apes ieee ae . Shed your human form as you learn the arcane” 
are whispered by firelight. Some of the boldest warriors | 4 skills of polymorph and transformation. 
say that the final great Viking quest is to aid the gods bd ) 


Challenging and Intriguing. 
‘ Master the use of over 200 magical artifacts. 
+ Encounter up to 200 distinct races of beings 
* Acquire the skills and knowledge needed to finally 
defeat Surtr and his hoards of Fire Demons. aioe: 


Nee : Coe . Easy to play! 
themselves as they prepare for RAGNAROK. The outlook is Vo ie7 | - Extensive on-line help and intuitive interfaces have 
grim, but to stay behind and wait for the end is worse. You \__ j } you playing immediately. 


‘ Infinite variability and non-stop action will keep you 


have packed your belongings and have decided to follow 
coming back. 


the dark trail into the forest... 


if 
Al THROW 
Nz |= 
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NOW AVAILABLE FOR IBM & COMPATIBLES! 

_ TO ORDER: 

Visit your retailer or call 1-800-892-3488 to order. VISA/MC and checks accepted. 

Norsehelm Productions, Inc.; P.O. Box 494388; Redding, California 96049-4388. 
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CGR Game Ratings 


Originality 
Playability 
ntelligence 
Manual 
Graphics 
Sound 


Overall Rating: 3% 
Game Specs: 


<None>Requirements: 565K 

Support: Keyboard, Mouse, Joystick 

Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: Vince DeNardo 

Distributed by: Interplay Productions 

Retail Price: $59.95 

Hard Drive Space: 11 Meg 

No. of Players: One player 


King Charles has passed on, leaving 
no heir to take possession of the 
throne. The human vultures who have 
been circling descend in a race to 
capture the crown. It will be more than 
a contest of might, however. Without 
the favor of the Pope, even the 
strongest Lord will not be supported. 
scout the surrounding lands to see 
who owns them and what resources 
they possess. Then, use the strength 
of your armies to take new territories 
and diplomacy to hold them. Castles 
built on your lands will help to keep 
the peace as well as serve as protec- 
tion from attacking enemy forces. 
Gather the resources from your lands 
to finance your endeavors and bribe 
your neighbors to improve relations. 
You can choose to lead your troops 
into battle or you can allow the com- 
puter to take care of the combat. 
There are numerous subplots which 
will test your decision-making abilities, 
which can also be turned off. As differ- 
ent things happen, they will be repre- 
sented by fully animated live-action 
film clips. Can you build a kingdom in 
Castles Il: Siege & Conquest? 


The King is dead. Without an heir, 


the throne is up for grabs! Royalty 
will be determined by strength. 


Pi ic scaraneneee 


Ricreteainel 


Many of the events that you will 
experience will be accompanied by 
live video sequences. 


Design and build castles to protect 
your territories and prevent the 


peasants from revolting. 


If you are defeated, the new monarch 
may not be content in allowing you to 
return to your peaceful life. 


42 COMPUTER GAME REVIEW 


| liked Castles because it gave 
me the chance to design and 
build my own castles. | like this 
game even more. Not only can 
you still do this, but the game 
now contains the strategic con- 
quest siviG@thatsmemjoy. | have 
Some (PFODTeMm With live action 
interfenngmmith the escapism val- 
ue of SOM games, but in this 
case it @6eSnot seem to distract 
heavily from the game. Being 
able to turn off the plots and bat- 
tles is a nice touch. You can con- 
centrate on the aspects of the 
game in which you excel. Castles 
Il contains considerable lasting 
entertainment value for a variety 
of tastes. -Alex 


| enjoyed the first Castles game, 
but this version did not impress 
me as much as | thought it would. 
They took out one of my favorite 
parts: watching your castle being 
built. On the other hand, they did 
add live@mGtion vidSo” which | 
think improves the4game a great 
deal. Insthis Game; yoUsdo not 
have to fignta battle; you can let 
the computer do ii for you. You 
may also choose to use the 
intriguing subplots, or you may 
choose not to use them at all. 
The graphics and sound are done 
very well. However, | had a hard 
time enjoying this one - the first 
version was more entertaining, 
and, frankly, more fun. -Rick 


| loved the original Castles, and 
this one looks to be almost as 
good. Almost? Well, they 
removed the challenge of moving 
your workers around and actually 
watching them put up the walls. | 
realize that the emphasis for this 
game iseaitehe ntg@but actually 
getting @ major wall.completed 
gave m@ a great feeling of 
accomplisnment AOWweVern Cas- 
tles Il NaS ineiided Battles and 
the ability to actually go out and 
attack your neighbors. Graphics 
have been greatly improved here, 
and | really like the soundtrack. 
All in all, this is a winner, but | 
miss watching those little ladders 
and scaffolds going up! -Steve 


‘ 
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* Star Wars is a re 
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To CHALLENGE 
THE EMPIRE IN ‘AN 
Xl LA/ 


a 


~ WARS 


Climb into the cockpit of an X-Wing and battle for 
freedom. The galaxy is being plundered by the Dark 
Side, and you are desperately needed by the Rebel 
7 Alliance. Take the controls of the X-Wing 

__ Starfighter—now! Experience the incredible realism 

| | _of polygon graphics and bit-mapped serait... a 
My as you fly against deadly TIE Fighters and menacing 


acts. At last, a new generation of space combat 
echnology to challenge the evil Empire. Destroy 
he Emperor’s ultimate weapon and end his tyranny. ay 


, Visit your local retailer or y fe 
aa call 1-800-STARWARS | 
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aly you can- 
S war with va Grigsby's 


ual: ‘will eae you pes on the pro- 
- ductivity of your country and its efforts 
an eS . the tools spt ale the so 


atire i 


| Know some people that ¢ enjoy a 


= | complex strategy game. | am not 
6 one of them. This game is far too 


complex to hold me in my chair 
for a long period of time. It takes 


See | a long time to give orders, a long 


ngth o tl 


and more 
pponent. 


raids on shi ind of cute). If 
| have to spend so much time 
setting up my tactics, | would like 
at least a little action to reward 
my efforts. Hard-core war sim 
fans might get a kick out of Pacif- 
ic War, but or me it is too much 


of the best games around, but 


5 (this one is so detailed it got the 
| (best of me. It got to the point 
_ | where | dreaded looking for an 


answer in the manual. The good 
points t 

ics and 

ent ships. 


| of history 
is in this 


the amount of charts that are in | 
the instruction manual. | also | 
found it more enjoyable for me to 
watch the computer battle itself. | 
learned a lot that way, and | 
strongly recommend that you do | 
the same. This is too far over my | 
head to be fun! “Rick ; 
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Ge: saith that 1 ‘like Se aaiary: pirates 


_| tions and I've even said that | like | 
a technical military simulations, but | 
— I've met my match with Pacific | 
_ | War. After looking through the 

= manual for information and trying | _ 
© | (in vain) is discover the means of | 
= | controllil 0 


I've throw 


S render. T a 


Seb plicated er 


While | ell 


| grammed, the user interface is oe | 
_| difficult to understand and | can't); 


foresee much reward from spend- | 
ing the time on it. Additionally, the | 


graphics and overall layout of the | 
game are unattractive. SSI's done | 
better ones by far. 
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by Creative Software 
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° rerall Rating: 56% 
Game Specs: 


Requirements: 2 Meg of EMS 
Support: Keyboard, Mouse 
- Sound Support: Thundercard, Soundblaster 

_ Available for: PC and compatibles 
Designed by: Glenn Farley 

Distributed by: Creative Software Corporation 

Retail Price: $59.99 

Hard Drive Space: 20 Meg 

No. of Players: One player 


Seven kingdoms are ruled by the 
benevolent Emperor Delraf. In the 
center of the Empire is the Kingdom of 
Law and Justice. This is the home of 
the Emperor and his friends. To the 
North, the foul sorcerer, Gaiasbane, 
resides amongst the ruins of what was 
once the Kingdom of Peace and Tran- 
quility. Here, the territory is now 
known as the Land of Chaos. Not con- 
tent with past destruction, he wishes 
to spread his evil magic to the other 
kingdoms. This is where you come in. 
A prophecy foretells of the creation of 
a legendary order of champions called 
the Loremasters. You are of this order 
and the fate of the Empire is in your 
hands. Take on the role of a mage, 
fighter or cleric as you wander the 
lands in search of adventure. Gather 
money to help you to buy the 
weapons and armor that you need to 
face the horrible monsters that stand 
in your way. Use magic and might to 
overcome the perilous pitfalls which 
are between you and the evil master 
of the Land of Chaos. Your help is 
needed to save the Empire from dark- 
ness. 


Explore the length and breadth of 
the seven kingdoms in an effort to 
find a method to beat the sorcerer. 


aa ast 9 


HOSR EERE nneRbenctncaaneaSaiesaeaes ss taababadeniiedaaindeienienietaeicedataei ai tek ec om BE moines at 


Play as a fighter, cleric or mage. 
While all can use magic, the training 
between classes is different. 


Asana ann pcmirnma re 2 


While many ar the infabanis of the 
Empire have fled, the ones who 
remain may be able to aid you. 


Pauinhiasnlteniniononleasansancnsctm anne aRcemnnataatentateatantant 


Strange and benvatical creatures will 
bar your way. Outwit them or con- 
quer them in combat. 


COMPUTER GAME REVIEW 


In the day and age of digitized 
graphics and voice, it has to be | 
said that Loremaster falls a bit 


short of present-day standards. 
Unfortunately, the entire style of 
the game is outdated. The mouse 


understand that 
effort by this company and can 
appreciate the difficulty of pro- 


Is is the first : 


ducing a quality program without | 
much experience, but this game | 


is rather disappointing. | even 
had difficulty getting started in the 
game. -Alex 


Every company has to start 


somewhere in the industry, and | 
all of us in the industry know how | 
ruthless people can be, so | will | 


give this game and the company 
the benefit of the doubt. The 


graphics y could 
be, but errible 
either ed the | 
least a way it | 
control at best. | 


The fact that the game had poor | 


sound reproduction was a check 
against it as well. | do like the sto- 
ry of the game and | like the way 


the manual is written, but this | 


does not make up for the lack of | 


control. In the future, | hope the | 


game will be better. -Rick 


| don't like to slam on a company, 


especially on their first game, but 


some things need to be said | 
about Loremaster. First, combat | 


is virtually unplayable, since any | 


monster that attacks you kills you 


instantly. Since the game starts | 
ns, no 


no 
ften 


you Off 


armora Ss in the 


same r a beast, 
this is pro . Also, 
upon start u e inexpli- 


cably plays "It's a Small World | 


After All." Curious. The graphics 
and animation are poor, but | can 


live with them. The biggest prob- | 
lem | have is the interface, or lack | 


thereof. Loremaster needs some 
work to succeed. 


-Steve | 
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You Solve The Puzzle... 


Revelation is an interactive puzzle game in which valuable prizes are obtained by 
cracking safes. Each screen represents the locking mechanisms of a vault, and the 
tumblers must be properly aligned to gain access to the jewels and cash within. The 
quicker you crack the safe, the more time you’ll have to collect the loot! 


The goal of Revelation is simple—to gain the most amount of wealth in the least 
amount of time. But watch out! If you take too long to: crack the safe time will run 
out, and you will be caught red-handed by the police. 


Over 80 levels, For one or two players Extra lives gained for 
each more difficult superior play. 


than the last ° 
Bonus levels to collect 
. nN 
High scores recorded even more 
to track progress valuable prizes 
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Liberty or Death 


by Koei 
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CGR Game Ratings 


riginality 
layability 
ntelligence 
Manual 
Graphics 
Sound 


O oO 
Overall Rating: 3% 
Game Specs: 


Requirements: 640k, EGA 
Support: Keyboard, Mouse 
Sound Support: Ad Lib 

Available for: PC and compatibles 
Designed by: Koei Design Team 
Distributed by: Koei 

Retail Price: $59.95 

Hard Drive Space: 1 Meg 

No. of Players: 1 to 2 players 


Koei's most recent military simula- 
tion, Liberty or Death, puts the weight 
of a great responsibility in your hands. 
You can determine the outcome of the 
American Revolutionary War, the con- 
flict which allowed the United States to 
become a nation. As General George 
Washington or another American 
commander, you lead the colonial 
army into battle against the oppres- 
sive British. You can also play as the 
British commander, Lord Cornwallis. 
With your force of fine English troops, 
you will soon have these upstarts 
back in hand. Use your tactical skills 
to plan ambushes and night attacks 
against the foe. Special units like engi- 
neers and guerrillas will be needed to 
perform certain tasks. Keep up the 
morale of the troops with parades and 
use your money to support your best 
commanders. Be sure to keep all of 
your units supplied with enough gun- 
powder and rations, or it could prove 
disastrous. Patrol the coastlines for 
strategic positions and establish 
blockades to cut off the enemy's sup- 
ply. You can also build forts and can- 
nons to help protect your colonies. 
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Random events like storms, out- 
breaks of disease and foreign aid 
will help or hinder your war effort. 
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The actions of the British have 
earned you an alliance with the 
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Hashington 
(American) 
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You get to make the choice of who 
will be your Commander-in-Chief as 
either the British or Americans. 


‘ili Atk:Continental |: 
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5: Boston, MA 


Take command of your forces as 
they throw themselves upon the 
defenses of the enemy. 


COMPUTER GAME REVIEW 


Koei has produced a number of 
quality war games in the past, 
some of which | have played and 
enjoyed. | am not as enthusiastic 
about this one, because | am not 
particularly interested in the time 
period uaiWhieh itetakies place. | 
greatly preter hiStorical conflicts 
that are-morev around the Middle 
Ages over mOke modern ones. 
Liberty“Or Death was also a little 
more complex then | like. | prefer 
my military simulations to be 
more simplified. | also did not like 
how you needed certain troops to 
travel over mountains and 
forests. Other than these details, 
| found this game to be reason- 


ably playable. -Alex 


Out of all of the games that Koei 
has produced that | have played, 
| think this is the best one. | have 
always thought that Koei games 
are good simulations, but | think 
they lack graphics and sound. 
Some peoplehmightiargue with 
me thata@ military simulation does 
not need ail Gf thes@ Bells and 
whistles, Buti My/Opinion, addi- 
tions IWK@ gO00 Graphics and 
sound really add to the experi- 
ence of the game. The stats and 
all of the knowledge that went 
into this game save it. | think the 
control system is good and it is 
easy to learn. | do like the battles 
and | like watching them, but I'll 
Stick to flight sims! -Rick 


In spite of the huge difference in 
subject matter, Liberty or Death is 
a lot like Gemfire as far as game 
play is concerned. Battles are 
considerably different and take 
some getting used to. Plan to 
play around for about half an 
hour to \éam the cOmbBat\system 
before Staxting a Game worth 
keeping. 4 didnt, finde graphics 
as appé@aling as | found Gem- 
fire's. TAY Were @ Bit too car- 
toonish for a reality-based game, 
in my opinion. Still, this is a 
decent simulation of the Revolu- 
tionary War. The completeness of 
the military commanders alone is 
impressive. This sim is worth 
playing for awhile. _ -Steve 


SPOILS OF WAR §::. game of discovery, colonization and 


conquest of faraway lands. The player(s) function as commanders over several 
explorers. These explorers carry out the orders of the player. Race to be the 
player who achieves power and influence over these new lands. 

Features:- 9 different start positions; load and save; 2 to 4 players (human or 
computer); 19 difficulty levels; 4 seasons; Governors, Admirals, Commanders 
and Generals to command; infantry, cavalry, artillery, engineers, naval fleets, 


Soo tn ane ina OC Oe He We Wee 


ACTION STATIONS A Naval Surface Combat Tactical Simulation is 


unique. A combat modelling system designed by an active duty naval officer to 
test computerized tactical decision support systems has been adapted into a 
commercial simulation of unparalleled accuracy and authenticity. 

CHECK OUT THE SCENARIO/UTILITY ADD ON. 

Features:- Effortless menu system; Take full command or delegate, Authentic 


Battle Plot; 21 display/status boards; smoke, star shells, flares, searchlights, 
radar, weather, burning oil slicks and much much more!!! 
+k & +k +k +k ¥*& $49.95 IBM, Amiga (Imb) 


ine FIRETEAM 2200 3 tactical 


wargame set in the 23rd century. Fight alone 


WORLDS AT WAR 4 gore of planetary 


conquest for 1 or 2 players that can be played as a small 
tactical study with the flavour of a chess game, or for a 
weekend as a campaign game with vast regions of 
territory to explore! 

Features:- Configurable battle map from 10 x 10 to 50 x 


50! Bombers, missiles, scouts and much much more!!! 
$49.95 IBM, Amiga (Imb) 


ComING SOON ¥& +e ¥& *& *& *& 


SPACE ING A simulation/RPG of interplanetary trading. Encounter 


pirates, sabotage, financial problems and much much more!!! 
$59.95 IBM, Amiga (Imb} 


FLEET COMMANDER From the designers of the award winning 
ACTION STATIONS comes a new WWII naval simulation. All of the 
historical accuracy of Action Stations with carriers and submarines. State 
DAW Entortainmend Ine. of the art VGA graphics. $59.95 IBM, Mac, Amiga (1mb) 

3027, Marina Bay Drive, Suite 110, DOMINANT SPECIES (4 strategy game based around the 


League City, TX 77573 - 2772, 


Telephone (713) 538 3399 a 
Fax: (713) 538 2174. new species to survive and thrive. More than 30 billion species to 


develop. $49.95 IBM 


or command a “Fireteam” of up to 16 units. 
Features:- 30 different combat units; 25 
weapon systems; modem play between IBM 


and Amiga. 
$49.95 IBM, Amiga (Imb) 


Also AvaaBLE y& ¥& ¥& *& X& *& 


BLITZKREIG A WWII simulation of “Battle of the Bulge” with 


sophisticated Al. Based on the GDW boardgame of the same name. 
$49.95 IBM, Amiga (Imb) 


WHITE DEATH WW! simulation of one of the battles around 


Stalingrad; detailed Al. Based on the boardgame of the same name. 


$49.95 IBM, Amiga (1mb}) 


theory of evolution! For 1 to 8 players (human or computer). You create 


1991 Raw Entertainment Inc. All products and corporate identities are trademarks. 
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| was not sure what to expect 
from Gemfire when | heard we 
were to review it. Koei has pro- 
duced some excellent wargames 
in the past, but some of them 
have been more complex than | 
like. 

While 
remai 
is also 
and get 
ryline appeals to me More than a 
straight historical plot, and | find 
the variety added by the different 
types of monsters to be refresh- 
ing. The graphics and sound are 
also a couple of steps above 
what might be expected from this 


type of game. -Alex 


Gemfire 
by Koei 
92 80 


90 


The ands are in grave enoee. You 
must unite the warring factions 
before they fall to the evil forces. 


CGR Game Ratings 


Overall Rating: 87% 
Game Specs: 


Requirements: Hard drive, 640K 
Support: Keyboard, Mouse (recommended) 
Sound Support: Ad Lib, Soundblaster 
Available for: PC and compatibles 
Designed by: Koei Design Team 

_ Distributed by: Koei Corporation 

Retail Price: $49.95 

_ Hard Drive Space: 1 Meg 

No. of Players: 1 to 4 players 


Gemfire is of a style that | usual- 
ly don't like. | thought the graph- 
ics could be better, especially in 
the 1990's. The sound is nothing 
to write home about, either. | did 
like the animation sequences, but 


The armies of the opposing factions 
will meet to determine under which 
fed the man y lords will serve. 


The six wizards have been released [U} TT 
from their magic imprisonment in the | 
crown of seven jewels by the princess. 
However, the seventh jewel containing 
the mighty fire dragon still remains 
within the grasp of the king. To protect 
the noble families from the approach- 
ing time of darkness, the wizards split 
up and devoted themselves to the pro- 
tection of particular families and their 
provinces. You and up to three of your >= aa aad 
friends take on the roles of the nobles. Human troops and monstrous mer- 
Each of you tries to subjugate the ¢enaries meet on the field of battle to 
remainder of the kingdom for the good pursue victory for their leaders. 
of all the people of the land. Recruit 
men from your lands and hire mon- 
strous mercenaries to invade the 
lands of the neighboring provinces. 
Invest your money in adding to the 
protection or cultivation of one of your 
territories. Plunder the bordering lands 
for needed food and gold or simply 
sabotage them. As you take over terri- 
tories, you may capture the comman- 
ders of opposing armies. You can ran- 
som them or even get them to join 
you. What's more, the elimination of @oog Se ukosy and proper political 


another family allows you to use their maneuvering are as important as 
wizard in future combat. 7 sheer military might. 


mands are easily learned, and 
that you need food and gold to 
complete a battle. This was my 
favorite part of the game; you 
have to use you head and decide 
how much food to take with you 
into battle. As for me, | will stick 
to regular D&D games. -Rick 


Gemfire looks kind of like a mili- 
tary sim for a video game system, 
which it is. In spite of this, the 
game is an excellent sim for the 
PC. The strategy involved is very 
complicated, and it does take a 
little while to figure out exactly 
what you ver, the 
game pl e y anda 
session y elatively 
well withou lo g at the 
manual. T cour oes not 
mean that the game is easily 
won. The computer has a decent 
Al that will attack your weakness- 
es and is not willing to put his foot 
into a trap. Even the graphics for 
most of the game are decent. Not 
many games are better. -Steve 
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| Bold Sicesters, Bold Design 


A shipwrecked prince must find his ' Way across a series of islands in search of 
a princess in peril. You'll need all your wits and i imagination to overcome the 
gauntlet of baffling puzzles and fantastic creatures that block you on your quest. 


Filled with deeper puzzles, 


romance and adventure, King’ 


ture for the entire family. 


ic 


In this richly detailed game of discover 
make can affect your future options and the attitudes of the many characters 
# you'll encounter. Depending on your skill and the paths you follow, your 


adventure can end in many eo ways. yey half of the possible events 
_are optional! 


re Eon cclee creatures, and a moving saga of 
gugls Viis a \ Epysterious and magical adven- 


and adventure, every choice you 


Can you guide Alexander through a 


pee teh sgis 


Efegunier enemies an L “aga bent on 
scagping you at any cost. ‘. 


Becellence | in 
- Adventure Gaming. 
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Power Politics 


by Cineplay Interactive 
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Overall Rating: $1% 


: ~ Game Specs 


Windows 3. a 

Support: Keyboard, Mouse (recommended) 
_ Sound Support: None 

Available for: PC and compatibles 

Designed by: Randy Chase 

_ Distributed by: Interplay 

Retail Price: $49.95 

Hard Drive Space: 7 Meg 
_ No. of Players: 1-3 


Power Politics lets you run for Presi- 
dent and campaign across the coun- 
try! You've planned a brilliant cam- 
paign strategy and survived the oppo- 
sition’'s unscrupulous and downright 
dirty attacks. The ballots are being 
counted, and as each state reports the 
totals, you realize that you have been 
elected President of the United States! 
Power Politics includes all of the ele- 
ments of a real campaign, with adver- 
tising, speeches, fund raising and 
even dirty tricks. Over 40 actual can- 
didates are rated for charisma, stami- 
na, debating, speaking, and experi- 
ence. You can campaign as George 
Bush, Bill Clinton, Ross Perot, John F. 
Kennedy, Ronald Reagan or any other 
candidate from 1960 to the present. 
You can even run as yourself! Can 
you win the big states? Do you have 
enough funding? You control all of the 
aspects of your campaign, and your 
decisions will determine if you will 
enter the White House. Digitized 
graphics and an easy to use Windows 


Power Politics: Candidate Selection Menu 


| ‘Independent | 


Republican 


You can select any candidate from 
1960 to the present, including a vari- 


ety of running mates. 


David Duke 


[Cea W043 i12 


Your candidate's press conferences 


are vitally important to the outcome 
of Ah Campa ist 


“Power Politics 


George Bush 


Cash:  §7,778,090_ 


You can consult many charts and 


graphs to help plot your various 
campaign strategies. 


Paul Simon was declared the winner of the Presidential election. Both Jesse Helms and 
David Duke phoned to congratulate Paul Simon 


Power Politics is a well construct- 
ed game. It seems to simulate 
the process of the election race 
rather thoroughly. The graphics 
are good enough to serve their 
purpose, and the lack of sound is 
really mi 
game. 
est in pol 
game w 

ting el 
entertainment value for me. For 
anyone who might be, though, 
the game contains a variety of 
candidates for the Republican, 
Democratic and Independent par- 
ties and even allows you to cre- 
ate you own with qualities of your 
choosing. -Alex 


Power Politics is a very good 
game that reminds me of a game 
long ago on the Commodore 64 
called President Elect. | think this 
is one of the best simulators on 
the market! You have total free- 
dom | gr. will be 
able f ber of 
candi also 
create y n > from 
the gro . THE several 
charts and graphs you can call up 
at any time to help in planning. 
You can choose where you will 
campaign, how much to spend, 
which of the two running mates 
will hold fund raisers, and in the 
end you will see who wins the 
election! -Rick 


| admit that | was a bit skeptical 
about this game when it came in 
the office, but having played it, | 
rather like it. I've always had a 
fondness for strategy games, and 
this is about as strategic as you 
can get! One of the nicest things 
about | 

ber an 

Cially Ii 


the co 


dates 

relatively complete. My only com- 
plaint is that you have to have an 
incumbent in the race, although 
you can eliminate the advantage. 


interface makes for great game play. 
Who knows, you may be sharpening 
your skills for the future! 


Perhaps a little more diversity in 
events, especially for running 
mates, would be nice. -Steve 


Good planning, hard work and a little 
luck will allow you to become the 
President of the United States. 
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This season, the most detailed 
football simulation ever 
hits the field... 


,..afid sidelines the 
competition. 


PAL ae 


: Play asa pach, ciasielaalen or gen- Be Lee football Dad Watching 
| eral manager. the action from all points of view. 


Design your own plays or customize The action varies from city to city, just 
over 200 stock plays. like in real life. 


Excellence in 
Stats... Action... Everything... — Sports Simulation. 


From Dynamix, the;company that redefined flight simulation with Red Baron and 

Aces of the Pacific, comes the most comprehensive and graphically detailed football 

simulation to ever hit the computer field. Unlike the competition, Front Page Sports: nr ay 
Football isn’t a watered down version of reality covered by a fancy license of famous [) ® 
names. It does everything, like you’ve never seen before. Action, stats, management... Yr} al i I | x 
every conceivable element of the game is recreated in amazing detail. And most PART OF THE SIEREA FAMILY 


importantly, you decide what to control, Jala action, pure stats or anywhere in T all 
between... the choice is yours with a simple click of the button. o get your copy mow, call: 


Front Page Sports: Football— Everything a football simulation should be. 1 (800) 326-6654 


o ‘ ¢ 


The Ancient Art of War in the Skies 
by MicroProse 


80 86 8G ST 78 75 


CGR Game Ratings 


Originality 
Playability 
Intelligence 
Manual 
Graphics 
Sound 


Overall Rating: 
Game Specs: 


Requirements: 640K 

Support: Keyboard, Mouse recommended 
Sound Support: Sound Blaster, Roland, 
Sound Master, Ad Lib 

Available for: PC and compatibles 
Designed by: Dave Murry, Joe Gargiulo, 
Barry Murry 

Distributed by: MicroProse Software 
Retail Price: $59.95 

Hard Drive Space: 4 Meg 

No. of Players: One player 


Many strategy enthusiasts are famil- 
iar with Sun Tzu's "The Art of War," an 
intriguing book about warfare written 
2500 years ago. In this air/land strate- 
gy game based on this famous work, 
the player will do everything from fly- 
ing World War | fighters and bombers 
in acrobatic dogfights to dictating com- 
plicated campaign strategy. Among 
your formidable enemies are Manfred 
von Richthofen, Rene Fonck, Edward 
"Mick" Mannock and Albert Ball, all 
highly-skilled pilots. The Ancient Art of 
War in the Skies combines the fun of 
an arcade game with the intensity of a 
strategy game all in one. Command a 
force of World War | planes stationed 
at one of your airfields, and send them 
into battle on strategic dogfights and 
bombing missions. Defeat the enemy 
by destroying or capturing their capital 
city, wiping out their air force, or by 
forcing them to surrender to your 
exceptional military superiority. A 
training mission is supplied, which 
allows you to hone your dogfighting 
and bombing skills. You can also use 
the "bombing zoom" feature to plot a 
course around enemy anti-aircraft fire. 


The training mode provides an 
arcade-style combat sequence with 
variable difficulty settings. 


Sq yaptwen  OogeTHT 


ENEMY BRUAG BLAAELE an THE HORTH 
ENEMY BREMEN IM THE StutH 
Bomeer ie Soran Cee DELIVERED, 


The overhead map allows for precise 
planning and implementing impor- 
tant tactical strategy. 


After a strenuous bombing run, you 
will be given statistics indicating 
how well you ae ee 


Sun Tzu will provide you with an 
important strategic insight before 
you enter into battle. 
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This is by no means the flight 
simulator game that | expected. 
The controls are much more sim- 
ple than would be expected from 
that type of game. If you are not 
very good anyway (like myself) 
you cansiétithe computer take 
care of that part Whe you just 
plan theSStratégy aspects. Being 
far MOFS@ ON a vfan oF conquest 
games thamitight Sims was very 
appreciative of this feature. How- 
ever, if you are good at the flying, 
you can aid your pilots by leading 
them to victory in your dogfights 
and bombing raids. This is a 
game that may not become an 
obsession, but I'll probably come 
back to it occasionally. -Alex 


| did not Know what to expect 
when we received this game. | 
thought is was a new flight simu- 
lator, but | was wrong. This is a 
military game that gives novices 
the chance to learn very basic 
flight sk#iS> Althowghititike basic 
controls a@fe Gitterenttrom most 
flight gam@s; it still was Tun to fly. 
Microprose AasSicome7up with a 
great idea. YOu have the best of 
both worlds. You can choose to 
lead the missions yourself (as | 
did), or have the computer play 
the fighting part for you. The 
game is not hard to learn, and 
this is a big plus. | liked the train- 
ing part the best. This is a solid 
game that is enjoyable. -Rick 


This is an interesting concept for 
a game. | was intrigued by it as 
soon as | found out that the 
strategies were based on those 
of the writer of one of my favorite 
books. The arcade part of the 
game is a bit simplistic, but since 
the real mig@at here iS the Strategy, 
| didn't mMindinyfaGiy the arcade 
sims are prety.tun and the train- 
ing missiOns, IA Which_ you simply 
try to sh6Ot Gown aS many planes 
as you Can, are a blast. I've seen 
some sims that are a lot more 
involved than this one, but 
Art/Skies is notable in its ease of 
play and simplicity. For those 
sans military sim experience, this 
game will get you going! -Steve 


The most playable 


computer role-playing 


game ever created... 
...1S also the most 


igang 


his destiny. 


The Key to This World is Your Wits. 


If your character survives, he may discover an unspeakable evil that lives at 
the very heart of fear and violence. To succeed, he must cut to the core of the 
mystery with his mind, not sort through a series of stats or slash through a 
thousand computer-generated monsters. 

This is the newest chapter in the series Compute magazine called “a 
breakthrough in adventure game design.” Play as different character 
types, approaching problems with different skills and solutions. Every 
decision you make builds your Hero... and shapes his destiny. 

Play as a Fighter, play as a Magic User, play as a Thief. Each calling 


will lead your Hero down new roads of wonder, danger and excitement. 


Choose your character and modify his Puzzles have multiple solutions depending on 
skills and attributes. your character type, 


Every decision molds your Hero... and shapes 


replayable. 


Overcome obstacles with might, magic, and 
cunning. 


Excellence in 
Adventure Gaming. 


SIERRA 


To get your copy now, call: 


1 (800) 326-6654 


CIRCLE #178 ON READER SERVICE CARD. 
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Overall Rating: 71% 


Game Specs: 


Requirements: 640K, EGA/VGA 

Support: Keyboard, Mouse (recommended) 
_ Sound Support: SoundBlaster, SB Pro 
_ Available for: PC and compatibles 
Designed by: Erwin Mab 

Distributed by: Megatech 

Retail Price: $79.95 

Hard Drive Space: 10.5 Meg 

No. of Players: One player 


I's been a few years since Private 

Investigator J. R. Knight has been to 
the island of Cobra. A frantic phone 
call from his childhood friend Faythe 
Watson, however, brings him back to 
the small island south of Florida. Once 
there, he discovers a web of intrigue 
Surrounding the city. Apparently, 
Cobra City has been taken over by a 
gang of violent criminals. Faythe's 
friend Donna, who used to work at the 
pharmaceutical plant, is now missing, 
as is the daughter of the railroad engi- 
neer. J. R. and Faythe must take a job 
with the local delivery service to gain 
access to the many houses in Cobra 
City. Along the way, they will find 
many useful items hidden in various 
parts of the town. The real mystery 
lies in the eastern part of the city, but 
only by rebuilding the bridge can they 
access this area. Can J. R. live up to 
his reputation as Florida's best private 
eye or will this Cobra Mission also be 
his last? 
Note: Megatech has placed a volun- 
tary "R" rating on this game due to 
violence, profanity and nudity. 
Gamers under 18 should not play. 
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Faythe tid ee 


; Bhat happenedt? ....ygon're bieeding tt! 


J. R.'s childhood friend Faythe 
becomes his partner after he gets 
roughed up by some hoods. 


The Dheie Senki will giadiy trade 
you some of his more candid pic- 
tures for a few unique items. 


ts ANNES, : ERP Pa = -) Se f | at 

: = ‘ : ‘te fe 3 | Sd) : a ; 

Saafoh baba City lor items to ale 

your quest. Watch out for the ene- 
mies that pop up randomly. 


The karate gang wants to bash your 
head in. A couple of whacks with a 
pipe should calm them down. 


REVIEW 


| am not really sure how | feel 
about this game. While | person- 
ally do not necessarily object to 
the nudity, profanity, etc. con- 
tained in the game, | do think that 
it seems to be included just for its 
own s 
pose. 
same wit 
could pr 
Lime ene. 


ly 
S by 


that type that | have seen and 
played. However, Cobra Mission 
does have its own sort of appeal 
in its simplicity. There is not the 
pressure and frustration that you 
encounter in its peers, making it 
almost fun to play. -Alex 


Cobra Mission is unique. | am 
very glad that Megatech voluntar- 
ily rated it R. The graphics are 
not great, but they are accept- 
able. The sound is good and 
entertaining, and | have to admit 
terest was 
r the initial 


do like 


enemies in this game. | also like 
the dialogue between characters. 
| found the control to be difficult 
to lean and impossible to master. 
This could be a good game if the 
graphics and control are 
improved (in the main game). It's 
fun for a while, but that's it. -Rick 


Cobra Mission is voluntarily rated 
R, which means that it will attract 
an audience regardless of what 
anyone says about it. Frankly, the 
R rating, the profanity and the 
nudity are the only reasons that | 
can see someone continuing to 


body of the game are extremely 
weak. While there is a plot, too 
much of the game is just point- 
less combat. The music also gets 
very old very fast. It's amusing for 
a bit, but it falls short as serious 
entertainment. -Steve 


Blast your way through dangerous, low- _—- Sink enemy ships with torpedoes and dive 
level attacks,: (RBMB) pf ; bombs — if you can. (Aces of the Pacific) 


PART O 


he Pacific comes. 1 WII 1946™, an 1 expansion disk that explores the new planes and | To get your copy = 


: es 


an alternate future where the atomic bomb was never dropped and WWII 
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Shadow President 
by D.C. True Ltd. 
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Overall Rating: 
Game Specs: 


Requirements: 640K, EGA 

Support: Keyboard, Mouse (recommended) 
Sound Support: Most sound boards 
Available for: PC and compatibles 
Designed by: Brad Stock, Robin Antonick, 
Charlie Athanas 

Distributed by: D.C. True Ltd. 

Retail Price: $69.95 

Hard Drive: 6.5 Meg 

No. of Players: One player 


It is June 1, 1990, and the Berlin 
Wall is falling. The Middle East is 
about to explode. No one has heard of 
“Desert Storm" and no one would 
believe a Soviet coup. Welcome to 
your first day on the job, Mr. Presi- 
dent. At the controls of the most pow- 
erful nation on the earth, you are 
armed with money, weapons, and 
influence. You can promote human 
rights or drop the bomb. Will you be 
re-elected or assassinated? Will you 
change the course of world history 
and reveal your vision to the planet 
and its people? You will be able to 
consult with seven advisors in your 
cabinet to help you make those hard 
decisions. No presidency would be 
complete without the CIA's instant on- 
line access of over 600 pages on over 
150 nations. Also featured in this 
game is world news events and digi- 
tized sound and graphics. This pro- 
gram has the ability to track over 
30,000 variables. Animations, includ- 
ing one of a famous Vice Presidential 
gaff on the potato, are included. If you 
think you can change the world, 
you've got your chance to prove it! 


they do, there is no mistaking it. 
Those bullet holes look painful! 


*. *.* 
ay = 


This ts a typical city that is in serious 
trouble. Some type of bombing has 
taken place. 


LOCKOUT ae 


Feehenerurdaseerabdrene> 
i 


Assassinations aren't your only con- 
cern. You can be impeached by an 


angry Congress. 


Accessing detailed information on 
any country Is as easy as a Click of 
the mouse with Shadow President. 
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The graphics and charts of this 
game are very well done and 
there is a lot of visual aid to grab 
your interest. The game is also 
very complete in the amount of 
information that you can gather 
about tesdiftfterenta@eountries. You 
can also-getva wealth of advice 
and data trom yourwadvisors. 
Howevefy althOtigh think the 
game is/Very well madey it did not 
quite capture my Interest. The 
tutorial gives you a pretty good 
idea of what you have at your dis- 
posal without telling you much 
about how to accomplish your 
objectives. Without a push in the 
right direction, | lost desire to play 


rapidly. -Alex 


Shadow President is a very well 
made game, in my opinion. The 
graphics are great, the sound is 
cool, and the overall game play 
makes me come back for more. 
There is an overwhelming 
amount smite: nation in this 
game, butthe Keyiis that it is han- 
dled very Wélly'SO it do@sn't con- 
fuse you allat once. Another nice 
feature iS When you load the 
game, you automatically start in a 
tutorial that you can leave at any 
time. There are a lot of surpris- 
ingly humorous details added in 
this game for your enjoyment. | 
like this type of game because 
I'm responsible for my own 
actions. -Rick 


What can | say? I'm really 
impressed with this piece of soft- 
ware. One of the things | like 
about it is its completeness. 
There is a report on every country 
in the world and how it compares 
with the United States. | also like 
the faci YOlplayslong enough, 
you'll Mave To run for President 
while YOU Siape ‘World politics. It 
is possiblé-to6 Create some havoc 
and invadeother eountres, but 
you can be impeached or assas- 
sinated if you become too power 
hungry. Shadow President is ulti- 
mately enjoyable because it pro- 
vides hours of detailed fun and | 
offers an incredible amount of 
replay value. -Steve 


An epic too big for 


one player... 


...[ntroducing the first on-line, 
multi-player Fantasy 


Cty 


Create your own face and personali- 
ty, modifying your skills, attributes, 
and character class. 


nd inventory at the 
. Your character 


The gateway leads to THE AINE. 
You se@e' Leather Cap 
* Cloth Jacket 


see Short 
You encounter 1 Skeletal Thief . 


Recruit real people from coast-to- Join others or set out alone — but 
coast to help find the secret at the beware. Anyone you meet could be a 
heart of an ancient volcano. real person... or a deadly foe! 


Real People. Real Time... 
Join real people from all over the country in your quest to find the secrets 


of The Shadow of Yserbius. A kingdom has been buried by an ancient curse. 


® 
The bravest adventurers have been called to band together to penetrate Excellence In 


these shadowy dungeons, challenging monsters and madmen along the 
way. Will you take up the cause? Quest with real people in real time, in an Multi-Player Games. 


epic that’s as real as a fantasy can get. 


flag fc) et, W age ee Sea eee se I Oe en 1 
(286-16mhz or better) with VGA and modem. Call: ra e 


LIEE — Sierra 


: Network® 


Y Se 


for a FREE TSN Start-Up Kit 3 FREE HOURS of game play. 


Combination Lock — 
by Villa Crespo 


Requirements: 512K 
Support: Keyboard — 
Sound Support: Ad Lib, SoundBlaster 
Available for: PC and compatibles 
Designed by: Roger E. Pedersen 
Distributed by: Villa Crespo Software 
Retail Price: $12.95 
_ Hard Drive Space: .8 Meg 
_ No. of Players: 1 to 6 players 


a see meaner ne ee 


aru es ia = 


Are you a trivia butt? Do you like 
T.V. game shows? If you answered 
yes to both of these questions, you 
will enjoy playing Combination Lock. 
This game combines a game show- 
type feel with trivia questions from 
categories like history, Si teal 


sports and entertainment. Challenge 
four levels of computer players or a 
friend. Can you make it past the 
vault to the bonus round and the big 
money prizes? 


h, but Combi- 
n if you don't 
-Alex 


Trivia isn't m 
nation Lock is fn 
know all the answ 


This is your 
poor sound. 
good, though. 


ivia game with 
estions are 
-Rick 


nimation and 
ints, Combo 
-Steve 


In spite of th 
bizarre musi 
Lock is prett 


t 
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/ he Best of the Fest 


Space Vegetables 
by Villa Crespo 


Requirements: 512K 

Support: Keyboard, Joystick 

Sound Support: SoundBlaster, Roland, Covox 
Available for: PC and compatibles 

Designed by: MicroValue 

Distributed by: Villa Crespo Software 

Retail Price: $12.95 

Hard Drive Space: .3 Meg 

No. of Players: One player 


Earth is suffering from a food 
shortage. To alleviate the problem, it 
is decided that food will be grown in 
outer space. This causes problems 
of its own! The inhabitants of the 
chosen planets have no intention of 
letting the Earthlings grow their food 


in peace. You have been chosen to 
not only guard the vegetables, but to 
harvest them as well. Hopefully, 
your air will last long enough to 
make your ssh 


By no mean . game deep Or | 
complex. H e4 it has good 
music and is eftertaining. -Alex 


is game. The 
t, but overall it 
-Rick 


| had fun pl 
control is a bit @iffi 
ea Dice Oa 


ood graphics 
lenge. Nice 
-Steve 


This arcade tj 


and a dece 
music! 
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Dr. Thorp's 


Mini Blackjack 
by Villa Crespo 


Requirements: 512K 

Support: Keyboard, Mouse 

Sound Support: None 

Available for: PC and compatibles 
Designed by: Michael Hausman 
Distributed by: Villa Crespo Software 
Retail Price: $12.95 

Hard Drive Space: .3 Meg 

No. of Players: 1 to 2 players 


Blackjack is one of the best known 
casino games in the world. The 
rules are pretty simple: try to get as 
close to twenty-one as possible 
without going over. However, there 
is a bit more involved than that. Mini 
Blackjack allows up to six players to 


GSE i SEANDAID 


try their luck at the table. A number 
of variant rules are available for you 
to choose from. The game also 
keeps a record of each player's per- 
formance and stats. 


orite casino 
his of options 
even better. -Alex 


t, then Black- 

Ger and fun 
-Rick 

sino games 


Solid and fun 
Iming.-Steve 


Blackjack is 
game. There 
which make thi 


| like Video P 
jack. This is e 
to play. 


Now this is 
should be pre e 
without being 
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atbatarrt hep RAN L 


Take-A-Break! Crosswords feature "es Incredible Machine is a warped and 
over 360 crossword puzzles with wonde ful tieieiasint 7 for your brain. 
i 


nes on screen. 


scrolling clues and a hint option. Build bizarre mac 


tha $k | are a? pe 
Oe ee } 


Screen Antics: The Adventures of Gobliiins is brain-bruising game 

Johnny Castaway is a Windows™ goodness for true warriors of the 

screen saver that tells a story. _ warped. This is an adventure game 
starring imps with attitudes. 


Stuff a Stocking with Sierra 


Just because we create se adventure games like King's Quest and best- 
selling flight sims s like Aces of the eae doesn't mean we can't put co 


build a convoluted con raption on your computer with Incredible Machine, an 
erector set t for your brain. Or control beeen i and BoBo, a trio of - 


- actually tells a story. 
) packages (with small 


Adventantt of Johnny Castaway, the first screen s 
More proof that really cool things still come i 
price tags to match). 


U 


ce the best 


Excellence in 
Time Wasiag Stuff. 


To get your copy now, call: 


(800) 326-6654 


Tristan Pinball 
by Amtex 


Requirements: 512K 

Support: Keyboard 

Sound Support: Ad Lib, SoundBlaster, Roland 
Available for: PC, Macintosh 

Designed by: G. Snowman 

Distributed by: Amtex Software Corporation 
Retail Price: $49.95 

Hard Drive Space: 1.5 Meg 

No. of Players: 1 to 4 players 


Heads up, Pinball Wizards! Tristan 
has arrived. Amtex and Littlewing 
have captured all of an thrill and 
challenge of the arcade pinball 
game and fit it all on the monitors of 
your home computers. Fast reflexes 


if you want to rack up the big points. 
Features like ball lock, jackpot, 
score multipliers and extra balls help 
your points skyrocket until you are 
amongst the high scorers. 


While pinballis not normally my 
game, Tristan ot}bad for a com- 
puter pinball e. -Alex 


A great pinb 
sound and 
should be m es. 


e with great 
s, but there 
-Rick 


it doesn't take 
puter format. 
-Steve 


Tristan is go 


advantage of 
Not enough w 


| combat is is ea. 


| This add-on 
i this already 


| these new 


and Ice Scenario Disk 
by Microprose 


Requirements: 640K, Hard drive, Gunship 
2000 program 

Support: Keyboard, Joystick, Mouse 
Sound Support: Ad Lib, SoundBlaster, 
Roland, ATI Stereo F/X 

Available for: PC and compatibles 
Designed by: Microprose Labs 
Distributed by: Microprose Software 
Retail Price: $34.95 

Hard Drive Space: 5 Meg (with Gunship) 
No. of Players: One Player 


Oh sure, after the original Gunship 
you think you're hot stuff. Well, it's 
time to cool off as you take your 
Apache into all new missions in 
Antarctica and the Philippines. 
Along with the new theaters, you 
also get a mission builder with new 


options like friendly air and artillery 
Support and combat in the 
metropolitan parts of Central 
Europe. Can you handle the new 
challenges of Islands and Ice? 


This is Gunshi 
and techno 


ew platforms 
e cityscape 
-Alex 


ly enhances 
me. Not too 


much is new, -Rick 


Gunship 200 uality sim and 
st add to the 


-Steve 
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Mission Builder 
by Dynamix 


Requirements: 640K, Hard Drive, Red Baron 
program 

Support: Keyboard, Joystick, Mouse, Rudder 
Pedals | 

Sound Support: Thunderboard, Ad Lib, 
Soundblaster, Roland 

Available for: PC and compatibles 

Designed by: Chris Shen 

Distributed by: Dynamix 

Retail Price: $29.95 

Hard Drive Space: 3 Meg (with Red Baron) 
No. of Players: One Player , 
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You may have been 
before, but now it's an all-new ball 
game. There are some new aces 
that would like to test your mettle. 
You can also try out some new air- 
craft and see if they beat your old 
favorites. Best of all, now you can 
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an ace 


s>aperpP Are NPRRPERT TSE THETTEN 


design all kinds of new missions. 
Choose your own mission type from 
dogfighting to escort to Zeppelin 
hunting, and edit them for variety 
and increased challenge. 


If you like Red you'll like the 
added aces s. The mis- 
sion builder is t. -Alex 


This makes 
again. New 
that youcreat 


fun to play 


d missions 
-Rick 


! Even better, 
easy to use 
tility. -Steve 


lb Discovery, you are the 
master explorer and 
adventurer: Set Sail into the 
distance, in search of new 
lands; Explore new worlds ; 
Pirates are everywhere - be 
prepared for sea battles; Create 
Cities -fell trees, build farms, 
forts, warehouses, schools; 
Trade the produce from your 
new world to buy new ships; 
Fight the other nations trying 
to establish their empire. 


In 1492 Columbus discovered 
America - for God, Gold and 
Glory! 


500 years later this is your 
chance to discover a new 
world! 
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6 New Worlds to 
Discover 


Piracy - mutiny & 
battles 


Land & Sea combat 


Simple point and 
click interface 


8 ship types; 4 maps 


5 competing 
nations 
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: You will need to fight off piratesand #& meres 
3 more! | ~~ 
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The choice for simulations of the 
future will be state-of-the-art joy- 
sticks, throttle controllers and, now, 
rudder controllers. ThrustMaster's 
newest release is the Rudder Con- 
trol System. Molded ABS plastic foot 

rests are 16 inches on center, and 
the rest of the frame is constructed 
of gold-anodized aluminum with 
black hardware. Some of the games 
supported are: Airline Transport Pilot 
(SubLOGIC), Aces of the Pacific 
_ (Dynamix), Falcon 3.0 (Spectrum 
- HoloByte), Gunship 2000 (Micro- 
Prose), Secret Weapons of the Luft- 
waffe (LucusArts) and Comanche 
Maximum Overkill (NovaLogic), to 
name a few. The Rudder Control 
System comes with a Y-plug, so 
your current joystick will plug directly 
into it. The RCS then plugs into your 
game port. The suggested retail 
price is $149.95. Most applications 
come with a calibration program if 
rudder pedals are supported. A com- 
fortable form molds to your feet, so 
aching is never a problem. These 
pedals wont slip on most surfaces, 
so you will not lose your footing 
when using them. Try your luck at 
performing new tactical maneuvers 
never before possible. These rudder 


| personally am not that qualified to 
_jgive the rudder pedals a real test 
because | am a klutz in the skies. 
However, | noticed the difference 
that the pedals made. In the hands 


the chance to perform maneuvers 
which just would not be possible 
without them (or at least no where 
near as easy). It is unquestionable 
that they perform their purpose as 
well as expected. -Alex 


Now you can master any flight simulator that supports rudder control, 
like ATP, Falcon 3.0 and Microsoft's Flight Simulator 4.0. Add realism to 
your flight simulators like never before! Take control of your plane! 


pedals have been designed to make 
any flight simulation experience 
more realistic. With the additional 
control gained by the rudder pedals, 
you will be able to handle those 
tough cross-wind landings and expe- 
rience real flight without leaving 


This was my most eagerly-awaited 
product for this issue! I'm one of the 
biggest flight simulation fanatics 
around. When | hooked these up, 
(which, by the way, only took two 


Weapons Control System, | felt like 
| was in a plane. | had complete 
control over my aircraft, and for the 
first time | landed a 747 in a strong 
cross-wind. It is worth the money, 
and I'm going to buy it! 
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home. If you are tired of not getting 
all you can out of your simulation 
software, the Rudder Control Sys- 
tem will add to the realism of your 
games. For the true fanatic, there's 
nothing else like them! 


While | do like flight simulators, I've 
always felt that | can play them ade- 
quately enough with a joystick and 
keyboard. Thrustmaster 

mind with their 


decent; they allow for sharper turns 
and more control over the game. | 
liked them with Aces of the Pacific, 
but more often than not, | found that 
| forgot to use them as soon as the 
novelty wore off. -Steve 


Forget primitive monkey-see-monkey-do 
technology like Sound Blaster™ and 
AdLib*. Today, even a chimp can hear the 
difference, between the tinny, toy-box 
mono of older cards, and All's big-as-life 
stereo sound. 


Stereo Sound 

The fact is, ATI sound cards make 
monkeys out of the competition. They 
give you crystal-clear CD-quality sound at 
sampling rates up to 44 kHz, and add 
stereo separation to your existing mono 
software applications and games. They 
even let you play and record your own 
stereo sound files. 


Software Compatibility 

Let yourself really go bananas with 
ATI's 11-voice FM synthesizer and digital 
sound support. Full compatibility with 


Sound Blaster* and AdLib* lets you hack 
your way through the jungle of games and 
multimedia software, in DOS or Windows. 
Our bundled software, including MIDI 
editing and playback utilities, is more fun 
than a barrel of monkeys - and a lot 

more useful. 


High Speed Joystick Port 

Why let the older type of joystick port 
throw a monkey wrench Into your gaming, 
with erratic response on today’s fast 386 
and 486 computers. Our stereo cards let 
the gamer in you really go ape, with a 
built-in multi-speed adjustable joystick 
port that works smoothly on any PC. 


Don't add mono sound to your PC 
when you Can have stereo. 

Ask for ATI, ask for STEREO=F/X and 
hear the difference. 
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STEREO#F/X 


Superior stereo sound, with multi-speed 
game port. MIDI port optional. 


VGASTEREO#F/X 


Same great stereo sound, with multi- 
speed game port and MIDI as standard 
equipment, p/us AT|'s award-winning 
VGAWONDER XL graphics - all ona 
single card. 


ATI TECHNOLOGIES INC., 
3761 Victoria Park Avenue, 
Scarborough, Ontario, 
Canada MiW 382 

Tel: (416) 756-0718 


177) TECHNOLOGIES INC. 


Perfecting the PC ax: (416) 756-0720 


Copyright © ATI Technologies Inc., 1992. All company and/or product names are trademarks and/or registered trademarks of their respective manufacturers. 


of Destiny.” Seek out and 
destroy up to three 
opponents in this state of the 
art global conquest 
simulation. It’s simple to play, 
but only a true master will 
reign in “Battles of Destiny.” 


Heals 


Ba) 
Opi 
bie 


Cie” 


Challenging Artifical Intelligence 

(9 levels of difficulty) 

Air, ground and naval combat 

22 different units to construct 
Modem play 

Over 20 beautiful worlds to conquer 
Complete player history 

Dynamic scoring system 

Campaign play 


Nbliisiial icin ees: ReeMeer rae é 


EMMI 2H 


stiny” 
computer game is IBM PC. | 
can be obtained through your 
favorite retailer or ordered direct 
by calling: 


-908-788-2799 


© 1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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Plunge into a medieval world to 
conquer Cascatia, an untamed 
land of conquest & glory. Invade 
castles, fly over mountains, and 
use the forest to your advantage 
as you battle across the 
Cascatian Realm, to become the 
reigning king. Just about the 
best strategy and tactics game 
you will ever play. 


NINE BEAUTIFUL SCENARIOS. 
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Become the World's Greatest Conqueror! 
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The “Conquered Kingdoms” 


A RANDOM MAP GENERATOR. ‘computer game is IBM PC and 
UTILIZE BASIC HUMAN UNITS, THE soon to be Amiga compatible. It 
FANTASY UNITS OR BOTH. can be obtained through your 

21 LEVELS OF PLAY (STRONG Al) favorite retailer or ordered direct by 
MODEM PLAY. a 


1-908-788-2799 


©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
Amiga is a trademark of Commordore. 
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COMPLETE GAME SCORING HISTORY. 
RICH IN STRATEGY AND TACTICS. 
SEVERAL FULL CAMPAIGN 
CONQUESTS. 


Zug's Race Through Space fe 


by ZugWare 


Zug the dinosaur has an important 
new job and he needs help to make 
his business work! In order to make 
his outerspace Dinosaur Dinner 
Delivery service a success, Zug 
must deliver more meals than the 
unscrupulous Mr. Bronto and his 
half-baked Burger Blaster restau- 
rant! Your job is to help Zug make 
his deliveries. Unfortunately, you are 
only given one destination clue for 


Just point and click to learn 
about all of the planets, the sun 
and the asteroid belt. 


each delivery you make. If you can 
decipher the information and decide 
where in the solar system the dinner 
should be delivered and get it there 
in time, Zug will become a smashing 
success. Of course, Otera Otutor, 
the astronomy expert at a nearby 
observatory, will gladly lend a hand 
with directions. You must be careful; 
if you make a wrong turn and get 
lost, Mr. Bronto will step in and steal 
your sale! Zug's Race Through 
Space features 256 color VGA 


You must deliver your Dinosaur 
Dinner to Mars, the red planet. 


mae ATG PILOT 
2 CONTROLS 
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After delivering the food, you can 
learn more about the planet. 


' Steve Blackwelder 


Sound Effects 


arate: soit VGA and also sup- 
ports most sound cards and 
speech. There are four levels of dif- 
ficulty, and the game features an 
easy to use interface. Your child will 
learn about space from the digitized 
photos of the planets, the sun and 
the asteroid belt. Good luck, and 
happy landings! 


Click on the telescope to see a 
digitized picture of the planet 
appear right before your eyes. 


Watch where you are going or 


you will end up in trouble. 


‘Be excited. Falcon 3.0 
- makes other efforts in this 
genre seem like test runs 


the superb : 
into Falcon 3. 


incredibly real | for the real thing.” 
And the sena STRATEGY PLUS EDITORS 
that delivers everyth = ~ ke ‘The most complete and 
from Instant Action | accurate jet fighter 
excitement to plottir g simulation to be found 
own Red Flag training f this side of a security 
to engaging in a diffe clearance. Period.” 
campaign every time: RICHARD SHEFFIELD, 
But we couldn’t say it oe 
well as the critics ha “The most appealing 
it. Look at the high m aspect ts the realism. 
they’ve given Falcon 3 This is as true to life as 
“The visuals during fligh I've seen on a computer.” 

/ : COMPUTER GAME 
awesome.’ JIMDOUGLAS, / 


REVIEW EDITORS 
“If you aren't in the armec 
services-and maybe even ' 
if you are-this 1s as close 

as you can come to fying 


the Falcon.” 
PETER OLAFSON, COMPUTE 


PALOM B1eR 


FALCON 30 


OPER? ATION: TING TIGER 


Sr 


“The graphics are stunning, 
the sound ts incredible and 


the game play is a rush.” 
DAVID ETHEL, VIDEO GAMES & 


EDELA + AAPAM © PARESTAR f (BDA 


COMPUTER ENTERTAINMENT 
_ Now Falcon 3.0 
‘It’s not so much a game takes you places you’ve 
system as tt is a way of life.” never flown before. 


EVAN BROOKS, 


Operation: Fighting Tiger™ 
COMPUTER GAMING WORLD Pp ghting Tig 


takes you on action-packed 
missions in three new Asian 
campaigns. Fly your F-16 to Korea, 
to the Pakistan/India border, 

to Japan and the disputed Kurile 
Islands, where you can also fly the 
vanced FSX, Japan’s newly modified F-16. 
—_— Fighting Tiger requires Falcon 3.0 


= 


“Realistic, contoured terrain. 
Your view from the cockpit ts 
the best in the flight simulator 
world. And Falcons user 
interface is slick and easy 


”» For Visa/MasterCard orders call 
to use.” PC GAMES EDITORS . | 


24 hours a day, 7 days a wee 
1-800-695-GAME (Orders Or 

For technical questions and availability ca 
1-510-522-1164 (M-F: 9am—5pm PST 


Spectrum HoloByte, inc. 2490 Mariner Square Loop, Alameda, CA 94501 
Operation: Fighting Tiger and Falcon 3.0 are trademarks and Spectrum HoloByte is a registered trademark of Spectrum HoloBye, Inc. 


Available for IBM/compatibles CIRCLE #170 ON READER SERVICE CARD. 


Reading Adventures in OZ 


by Davidson 


Welcome to the wacky, wonderful 
world of Oz where flowers talk, 
sawhorses come to life, and you can 
pick stars out of the sky. Reading 
Adventures in Oz is a rich graphic 
playground full of activities that build 
reading skills. Read your way along 


What is S pnanine to our friend 
Dorothy? Is she being swept 
away again? Read on to find out! 


the Yellow Brick Road. Just use the 
easy point-and-click system and 
explore as you go. You will discover 
new words and solve problems 
along the way. Enjoy delightful ani- 
mations, exciting sounds, and digi- 
tized speech as you journey to the 
Emerald City. Each fascinating 


Choose from these famous char- 
acters and select your first excit- 
ing level. 


game is different and unique, so 
your child will enjoy countless hours 
of learning fun. Your child can 
choose which character from Oz to 
be: Dorothy, the Scarecrow, the Tin 


Format: PC / Compatibles. 


Clicking on the correct spot on 
this screen will reward the player 
with an exciting event! 

Woodsman or even the Cowardly 
Lion. Next, select the level you wish 
to play. In level one, you can explore 
Oz without having a specific goal. 
You will see and hear the sights and 
sounds of Oz. Your child will learn 
many new words. In level two, help 
your character by finding the Wiz- 
ard's hidden messengers. For exam- 
ple, a messenger may ask you to 
find something that starts with "b." 


_TECH-SPECS © 


Developer: Davidson ~ 


Graphics: VGA 
Ages: 4-9 . 
Sound: Most sou 
Available: Now | 
Cost: $59.95 


You will meet many interesting 
people on the Yellow Brick Road. 
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Read along as you listen to the mes- 
sage. In level three, you will also 
search for hidden messengers and 
collect things for the Wizard, but the 
messages will be trickier! You will 
need to read and follow directions 
very carefully. Reading Adventures 
in Oz supports VGA graphics, most 
sound boards and covers over 40 
different screens. Reading Adven- 


You can click on any of the items 
on the screen to see (and in some 
cases, hear) the word. 


tures in Oz also comes with a 
vocabulary list of 348 words. If your 
kids liked the Wizard of Oz and the 
host of wonderful characters, they 
will find much to love and much to 
learn in this game. 


Can you fix the eae animate 
in this scene? 
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Mario Teaches Typing 


by Interplay 


Mario Teaches Typing offers the 
fun of an arcade challenge while 
teaching typing skills. Mario's not 
just the world's king of adventure, 
he's also your typing teacher! 

All the great Mario characters and 
scenes that you've come to know 
are here. Start by choosing your 
identity, using Mario, Luigi or the 
Princess. Then go at your own pace 
through each adventurous level. 

In level one, hit the blocks, kick 
the turtles and jump as high as you 
can while graphic hand visuals help 
you learn to find all of the letters on 
the keyboard without looking. 

In level two, plunge underwater to 
escape the fish chasing Mario while 
you learn to type full words. 


atavaral 


MEM A 


Errors! 


Watch the hand icons as you 
learn to type. The correct finger 
will light up telling you which fin- 
ger to use as you run through 
this version of Marioworld. 


In level three, head for the castle, 
but watch for falling blocks and 
treacherous quicksand as you 
quickly become skilled at typing 
complete sentences and para- 
graphs. When you reach the end in 
any level you will hear digitzed 
speech as Mario congratulates you. 
A detailed report will show on how 
well you performed. Some of the 


i. _ that stand out in Mario 


COMPUTER GAME REVIEW 


Get a bonus and go to cloud 
world. Collect all of the coins you 
can while typing away on your 
computer. 


TECH-SPECS 
Developer: Interplay 
Format: PC / Compatibles 
Graphics: EGA, VGA 
Ages: 10-adult 
Sound: Most sound boards 


Available: Now 
Cost: $34. 95 


Congratulations! You have fin- 
ished this level in Mario Teaches 
Typing and have reached the cas- 
tle. Your quest is over, and now 
you will receive your score! 
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Teaches Typing are convenient on- 
screen picture-oriented icons and 
individual charts and records for the 
entire family. You may also follow 
your progress from the beginning to 
the advanced levels. There is also a 
straight typing tutor option that elimi- 
nates game elements. Full 256 color 
VGA graphics and full digitized 
sound including the famous Mario 
theme music are contained in the 
program! Kids can learn the valu- 
able skill of typing while parents can 
improve their skills as well. It is easy 
and fun to use. 


K Cus 


Errors: 


HorcdMin: 


“eel « 


Lesson Time: 


Mario himself will show you how 
well you did, including stats on 
your words per minute, accuracy | 
and how many errors you have 
stele abate the lesson. 


RICK 
Teacher : 


comenenins 


Level: 
Goal WPH: 5 
Last WPM: 
Accuracy: 
Problem Keys: 


Receive information about how 
you did, including problem keys. 
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| WANT MEGA PLAY! 


PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY - 
THE ALL-SEGA GENESIS, MASTER SYSTEM AND GAME GEAR MAGAZINE! 
NAME 
ADDRESS 


CITY STATE ZIP 


____ Payment enclosed __ Bill me 
Credit card orders: VISA MC 
Card no. 
Expiration date 
Signature 


Please include $19.95 for your subscription and mail to: 
Mega Play, P. 0. Box 7535, Red Oak, IA 51591-0535 


For faster Service, Call toll-free: 
Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add $20.00. Any/all 
checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank 
money order , or any other type of check or money order that would go through a U.S. branch bank.) Please allow 6-8 weeks for your first 
issue. Bi-monthly issues will be mailed thereafter. 


an wit ARNIE, ee a ae 
AN INTRODUCTION TO FANZINE ES 


ee Fanzines are a hobby, ot 
‘money-making enterprise. Most _ | 
_faneds (fanzine editors) would rather 
get another zine in trade or a letter _ 
—of comment than a cash -subscrip- 1 


| Wher company peice need : 

analysis of hot trends and future 
_ possibilities, one of the names on 
speed dial is “Arnie Katz.” Writer, — 
lecturer, designer, consultant and, 
now, editor of Electronic Games, - 


: Game Review and CD-ROM Eniak 


- tainment an insider’s look at the 
__ world of electronic gaming. This 
_ month, Arnie discusses electronic 
gaming fandom.) — : 


_It was fitting that | learned about 
“The Fandom Connection,” a new 


column I’ll begin writing in the next 


issue, through a phone call from a 
fan. Fandom’s drumbeats had car- 
ried the news from Lombard to Las 


a Vegas even faster than the outra- 


geously energetic Steve Honeywell 
_could convey his editorial decree © 


over the phone. Although this loose 


_ network came into existence only 
: three years ago, there are now hun-— 
_... dreds of fans who go ‘one step 


- beyond” buying and playing enter- 
— tainment software. 


report on fanac (fan activity), includ-— 


“The Fandom Connection” will 


ing reviews of the most interesting 


_ fanzines (amateur publications). 
Accordingly, this installment of 
_ “Gaming Confidential’ introduces the 


subject of fandom to those readers 
who haven’t yet become familiar 


with it. 


- The main reason to become an 


- electronic gaming fan is to exchange 


opinions with similarly knowledge- 
able people. They want to debate 
the merits of their favorite games 
and systems and enjoy the friend- 
_ Ship of those with an interest in gam- © 


_ ing as strong as their own. 


Fans like to talk on the telephone 


and wisn each other, but fanzines 


are the glue that hold fandom 


together. There are more than 100 


little magazines published every 


- mnonth. Size and format vary, but 


wa 


(COMPUTER GAME REVIEW oS 


woes 20 letter- -Size pages is the norm. 
A lot of fanzines are desktopped, 
though fans seldom turn up their 
noses at humbler reproduction 
methods, including spirit cuplical es) 
and mimeography. 


expression of its editor’s interests, 


though the better fanzines have 
—excellent outside contributors, too. 
Some fanzines assemble large | 
_ Staffs that enable them to cover the | 
whole field of electronic gaming, but 
it’s more common for a fanzine to 


focus on one specific area, such as 
16-Bit video games, home comput- 


ers, or classic systems. Fandom 
_ keeps memories of bygone comput- 
ers and game consoles alive with 
— lots of helpful information for collec- 


tors of electronic antiques. 

News, reviews, playing tips, soft- 
ware checklists, interviews with 
game designers and programmers, 
commentaries and letters from other 
fans are common features in 
fanzines, but the material grows 
more diverse every month. 

A few of the newer fanzines focus 
as much on fandom itself as on the 


games. The hobby is now old © 


enough to be developing traditions, 


history, personalities, and language, 


and zines like Cyberbeat and Para- 
dox speculate a lot about the shape 


_ of gaming fandom to come. 
Once fans get the publishing bug, 


it isn’t unusual for them to want to 
touch upon matters outside the gam- 
ing universe. It is no longer rare for 
editors to recount episodes from 
their personal lives or mention non- 
gaming interests. Gaming is still far 
and away the number one subject, 
but the other topics help readers 
round out their mental profiles of 
other fans. There’s talk about a 
national convention, but right now, 


printed page. 


most fannish contact is ieee the : 


ing: Dent. 


editors spend on bait pigdeenone: 
Some fans hope to eventually make 


the transition to the professional 
ranks, either as a journalist ora 


tion. The selling price of most — : 
- Each fanzine is the personal a 


fanzines barely covers materials and 


game-creator, but many are com- 


pletely content to keep it all as a 
hobby while they pursue their edu- 
cation or career. — 7 


Getting in contact with electronic 
gaming fandom is easy and doesn't 


cost much, either. One method isto 
scan the fanzine review columns, 
such as “The Fandom Connection” _ 


starting in the January issue, and — 


send away for one or more of the 


titles that sound interesting. (A warn- 
immediate 
response. Remember, fandom isa 
hobby, and real-world obstacles like 


expect 


school and work can delay a fanzine ~ 


weeks or even months.) _ 


A quicker way is to join the newly- — 


formed National Association of Elec- 
tronic Gaming Enthusiasts. For $10, 


members get two bi-monthly publi- 
cations and can order numerous 
free lists, including a directory of 


fanzines. NAEGE president Edward 


Finkler promises that the NAEGE 


Journal will review at leasta dozen 


fanzines every time. Ordering a few 


of those is a way to getafootinthe 


door. To join NAEGE, send a check 


or money order for $10, made _—j 
payable to the organization's trea- | 
-surer Richard Karpp, to: NAEGE, © 
P.O. Box 240523, Honolulu, HI 


96824-0523. 
Next issue, 


_ year’s most important headlines _— 
and ine stories Laie ee - o 


I'll review ‘the 


SERPENT ISLE FEATURES: 


¢ An original story line continuing 
the Ultima Vil adventure, but 
no previous Ultima experience is 
necessary. Serpent Isle is a 
stand alone game. 


An unexplored region of 
Britannia with new terrain 
features — you'll even trudge 
through ice and snow. 


¢ "Paper-doll" system that lets 
you select clothing, armor and 
weapons from a detailed, 
full-length view. 
Large, close-up portraits of every 
character you meet — in 256- ha te 
color VGA/MCGA graphics. mt y¥6 
Digitized speech, enhanced , 
sound effects and a dynamic 
musical score (with supported 


sound boards). 4 | Mr | W , 
Available for 386SX, 386, 486 | 
or 100% compatible systems. 


Available at your favorite software retailer or call 1-800-999-4939 for MC/VISA. 


Copyright © 1992 ORIGIN Systems, Inc. Ultima is a registered trademerk of Richard Garriott. Origin is a registered trademark of ORIGIN Systems, Inc. Serpent Isle is a 
pas : trademark of ORIGIN Systems, Inc. We create worlds is a registered trademark of ORIGIN Systems, Inc. 
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CHRISTMAS TIME = RUMORS AND NEWS GALORE! 


Virgin Games started things rolling 
this month with their news that they 
received more footage than they 
hoped for on the CD-ROM version of 
Dune. Virgin was hoping to be able 
to use about 10 minutes of the movie. 
In spite of what they thought they'd 
get, Universal granted them the 
rights to about 30 minutes of footage. 
So, the earlier rumor of Seeing Sting 
on your PC looks like it'll come true! 
Also coming from Virgin is the news 
that Westwood has begun work on 
Kyrandia Il. 

Also in CD-ROM news is the item 
from Capstone. The company's Ter- 
minator Il Chess, featured in a previ- 
ous CGR, will be coming out primarily 
for CD. A disk version will be avail- 
able, but the CD version is reportedly 
going to be way out there as far as 
graphics and animation are con- 
cerned. Can't wait for this one! Cap- 
stone's licensing department has 
been hard at work, seeing as how the 
Florida-based company is also 
announcing their production of 
Wayne's World for the PC. It'll be 
ready for playing in early '93. Party 
on, gamers! 

The latest word from Reactor: it 
seems that Spaceship Warlock has 
been such an incredible hit that cre- 
ator Mike Saenz is hard at work 
scripting Warlock II. Also coming 
from Reactor is a new game for those 
who want the ultimate in adult enter- 
tainment, Virtual Valerie 2. It seems 
that sales on the original have done 
about as well as Warlock, which is 
substantial for the CD-ROM market. 
Saenz made the comment that Reac- 
tor is considering a horror game for 
CD-ROM. Looks like 7th Guest 
might have some competition from 
these Chicago-based wizards! 


Those of you gamers with the sense 
and good taste to pick up a copy of Air 
Bucks from Impressions are in for a 
real treat. Due to some comments by 
players, Impressions is going to make 
available an updated copy of the game 
FREE to registered users. This new 
version will have 256 colors and some 
new charts and graphs. If you still can't 
get enough of running your own air- 
line, Impressions has also announced 
that they are hard at work on Air 
Bucks Il. In a related Impressions 
note, a couple of changes from last 
months review of Discovery should 
be noted. The game will not work with 
EGA graphics; the look of the game 
has been changed, making the sky 
and sea easier to differentiate and the 
different colonies easier to recognize; 
and the game takes up more hard 
drive space than we suggested. 

Lemmings II had an interesting 
build-up at the European trade show, 
ECTS. There's some great animation 
of a Lemming pulling a stunt from a 
recent movie. Will it be in the final 
game? Unfortunately, Psygnosis has- 
n't decided. 


Hasta la vista, Lemmy! 


Congrats go to the brains behind the 
play-by-mail extravaganza Portinium. 
The folks at Enchanted Horizons 
won "Best P.B.M. Game of the Year" 
at AndCon '92 in Cleveland this year. 
The prices have also dropped, making 
this the right time to jump in! 


76 COMPUTER GAME REVIEW 


Sierra already has Cocktel Vision 
hard at work on the follow-up to 
Gobliiins. Gobliiins Il will only use 
two of the little creatures in the game 
(so it might be called Gobliins). The 
big feature of this game is that at 
certain times, you'll need the two 
goblins to act simultaneously to 
solve the puzzle. Interesting. Also 
from Sierra is news on a game 
called Inca. The word on this one is 
that some massive compression is 
needed, because it currently tips the 
scales at 20 (count 'em) disks! Gosh, 
how long will that installation take? 

By the way, you can't believe 
everything you read about Spec- 
trum Holobyte's Star Trek: The 
Next Generation. There's a little bit 
of strangeness in a recently released 
story on the company. For the real 
scoop on this game, make sure you 
tune in to CGR in February. 

In the always upsetting world of 
vaporware, the latest and greatest 
information is that the long awaited 
Ultrabots is going to be delayed 
again. The word (this time) is that 
Ultrabots will be out in January of 
1993. Gee, | hope | get to play this 
one before | reach the mandatory 
retirement age! 

Flight sim nuts, take a look around 
your local retailer for the latest hard- 
ware contraption from CH Products. 
The Virtual Pilot looks like space- 
age technology and promises to 
open up a whole new realm of flying 
excitement on your PC. Remember, 
you heard it here first! 

Lastly but not leastly, Legend 
announced that they will be produc- 
ing a Xanth game sometime next 
year. Looks like the idea behind 
Gateway was so successful that it 
warranted another go! 


Available for 


IBM PC and oo 
. Macintosh\ 7" 
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} } | _ © Wild Pinball Devices 
| ; : ) e Fabulous Sound 
e TILT and much more... 


“To Order: Boniatt: your 
favorite retailer or call 


~ (613) 967-7900. “ 


“Compatible with Windows 3.x, Sound Blaster™ 
Adlib Sound™, and 256 color VGA. 
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Lots more letters this month, gang, 

which boosts my spirits consider- 
ably. In fact, not only do we have 
quite a few Qs, the vast majority 
were also intelligent and well- 
focused. 
- Q: 1 am an eleven-year-old com- 
puterist who is very interested in 
some of the older computers. My 
older brother used to mess with 
computers ten years ago, but he 
never wants to tell me anything 
about what it was like back then. So, 
I’m turning to you, Doc. I’ve always 
enjoyed your column and | trust you 
will be able to give me the informa- 
tion I’m looking for. 

1) | know all about the Apple Il, Il+, 
the llc, Ile, GS and even the Macin- 
tosh. But what about the original 
Apple? Was there ever an Apple |? 
And if so, how come nobody seems 
to know anything about it? 

2) What is/was a “Trash 80?" My 
brother was talking on the phone 
one day and he was laughing about 
the fact that a friend of his had pur- 
chased this "Trash 80." Was this 
really a computer, and, if so, why 
would a company give a computer 
such a terrible name? 

The Computer Kid 
Ogden, UT 


A: Great questions, Kid. Before | 
get into them, you might want to 
check out some of the excellent 
books that have been written on the 
early days of home computing, such 
-as The Hackers, Woz: The Prodigal 
Son of Silicon Valley and, my per- 
sonal favorite, Electronic Life: How 
to Think About Computers by 
Michael Crichton, author of Jurassic 
Park. Now to your questions: 

1) There was, indeed, an Apple, 
later dubbed the Apple |, but it never 
made it to the retail shelves. The 
developers of the Apple were Steve 
Jobs and Steve Wozniak. There was 
general agreement, however, that 
the computer had too many rough 


edges to be marketed in its current 
state. Almost a year later, Wozniak 
unveiled the Apple Il. The computer 
was revolutionary in any number of 
ways. Whereas most other hobbyist 
computers of the mid to late 70's 
required a whole series of boards, 
Woz’ machine had only one board, 
the so-called “mother board” which 
contained 62 chips. 

In all the world, there are probably 
only two or three of the original 
Apples still around. 

2) You probably didn’t know it, but 
your second question dovetails per- 
fectly with your first. After the advent 
of the Apple II, hobbyists went wild. 
This remarkable machine (which 
then sold for between two and three 
thousand dollars) was perceived by 
technological visionaries the world 
over as the start of a new revolution. 

Before long, computer ownership 
in the United States broke down into 
two groups: Apple owners and TRS- 
80 owners. And they didn’t think 
much of one another. The TRS-80 
was a black-and-white Radio Shack 
computer with no sound capability. It 
was disdained by Apple owners, 
who took to calling it the "Trash-80." 

As you see, we haven't pro- 
gressed very far in overcoming our 
computer provincialism. It’s been the 
Apple Corp battling the Radio 
Shackers, Atarians vs Commodore 
64 owners, ST devotees pitted 
against Amigans, right on into the 
world of video games. 

End of history lesson, Kid. 
Remember that those who fail to 
learn from the mistakes of history 
are condemned to repeat them. 


Q: I’ve noticed many companies 
run ads in the Nintendo and Genesis 
magazines offering to buy old 
games and systems. My question is, 
are there any companies out there 
who buy and sell used computer 
games? If they can sell used car- 
tridges that have been pushed in 


and pulled out of a system hundreds 
of times, then surely a company can 
sell used game disks. All of my old 
game disks have only been used to 
load onto my hard drive once, and 
then stored away in a disk holder. 
As long as you get the manual along 
with the game and the disks are 
error-free, I’m sure that many people 
wouldn’t mind buying a used game. 
The lower price would “sweeten” the 
deal. 
Shawn Dickson 
Carmichaels, PA 


A: There are several sources for 
old computer software, Shawn. 
Some companies, for example, 
repackage several older games and 
sell them through traditional soft- 
ware retailers, usually in a spinning 
point-of-purchase display. There’s 
also the Penny Saver type of local 
publications that list all sorts of sec- 
ond-hand material. , 

Flea markets and garage sales are 
another choice hunting ground. 
Don’t forget user groups. While it’s 
true that many user groups devel- 
oped reputations (not without justice, 
in some cases) as pirate software 
operations, most of the groups that 
are still active have hard and fast 
rules about unlawful distribution. 

Finally, | am in the process of 
putting together a list of stores 
around the country that deal in old 
software. The first reader to supply 
me with a store | hadn’t previously 
heard of wins a Game Doctor Prize 
Packet. The complete list should be 
ready in a few issues. 

All of which brings us to the end of 
yet another rendezvous with your 
Game Doctor. I'll be back again next 
month, of course, so remember to 
send those questions, comments 
and corrections to: : 

The Game Doctor (CGR) 
330 S. Decatur 
Suite 152 
Las Vegas, NV 89107 


by QQP 


Battles of Destiny is a game of mili- 
tary conquest where the objective is 
to capture all of the production cen- 
ters on the map, thus reuniting the 
Hegemony. You can choose to play 
with one to four players, computer or 
human. Each turn you take will be 
divided into three parts: a combat 
phase, production phase and an 
action phase. You can negotiate 
treaties between foes as well as sur- 
render, but only weaklings do so! Bat- 
tles of Destiny supports VGA graphics 
and the Adlib and Sound Blaster 
sound cards. Get ready to do battle 
with Battles of Destiny! 


BIT 


A Train 

Aces of the Pacific 

AD&D: Dark Queen of Krynn 
AD&D: Dark Sun 

Air Force Commander 

B17 Flying Fortress 
Battleches: 4000 

Buck Rogers 2: Matrix Cubed 
Chuck Yeager’s Air Combat 
Civilization 

Civilization; Master Ed. 
P.O. Box Conquest of Longbow 


Cyber Empires 
115023-343 Chercon 3 
Dagger of Amon Ra 
perians 
Discovery: Columbus 
sd Dune 2 
Elvira 2: Jaws of Cerberus 


F15 Strike Eagle 3 
Carrollton, [gat 
Texas 74011 ean 


Conepest 
Great Naval Battles 
Indy Jones: Fate Atlantis 

e Kings Quest 5: Absence 
King’s Quest 6: Heir Today 
Legend of Kryandia 


L f Krell 
800/259-2453 [eames 

Links 386 Pro 

“ee of the Rings 2 


SOFTWARE 


Sd Martian Memorandum 
Megafortress 
Megafortress Mission 1 or 2 


Mig 29 Ful 
009603 ee oem 
ight ic 4: 
214/306-9603 Out of this World — 
Patriot 
Perfect General 


We Will Beat ANY Nationally Advertised Price*. 
We have more titles not listed. Call for the best prices. 


Perfect General Disk 2 
Planet’s Edge 

Police Quest 3: Kindred 
Rampart 

Realms 

Rex Nebular 

Secret Weapons Luft 

Secret Weapons Luft: Disk 1-4 
Siege 

SimCity 

SimEarth 

Space Quest 5 

Spaceward Ho 

Speedball 2 

Star Control 2 

Star Trek Next Generation 
Star Trek: 25th Anniversary 
Summoning, The 

Task Force 1942 
Terminator 2 Chess 

Theater of War 

Tony LaRussa’s Ult Baseball 
Trump Castle 2 

Trump Castle 2: Deluxe 
Ultima 6: False Prophet 
Ultima 7: Black Gate 
Ultima 7: Part 2 Serpent 
Ultima Underworld: Stygian 
Utopia 

Wild Wheels 

Wing Commander: Deluxe Ed. 
Wing Commander 2 
Wizardry 6: Cosmic Forge 
Wizardry 7: Crusaders Dark 


HARDWARE 


Sound Blaster 

Sound Blaster Pro 

Sound Blaster Pro Basic 
Thrustmaster Joystick 
Thrustmaster Pro Joystick 
Thrustmaster Weapon Control 
Thunder Board W/F15 


Most items shipped same day ¢ UPS add $4 per order ¢ 2 Day Air add $6 per order 
Policies: All sales final. Check compatibility before you buy. We accept Visa/MC, money orders, personal checks 
(please allow 2 weeks for check to clear). Defectives replaced with same product. Price, availability & shipping times 
subject to change. Texas residents add 8.25% sales tax. *Does not include closeouts, liquidations, or limited quantities. 
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if 


CHallenee tne 
RAIN VAS LER: 


"A worthy adalition to the line of top-flight chess programs." 


COMPUTER GAMING WORLD 


FILE | eee eee PREFEREM 3 


: = F . eee =a 


an 
a. 


ne World's Most Powerful Chess Program 


* 
Designed to challenge the masters} for Just 2.99" 
hone skills and tutor beginners, ~ © me, 


Limited Time Only 


GRANDMASTER CHESS offers a O RDER nb Ow! 
wealth of easy-to-USe Teetumes: . 
Super VGA graphics, incrediole " . L]YES, | want to upgrade to Grandmaster Chess. 
sound, multiple skill le elo Mi. yore Ur closed is ee 95 and inside cover from my current 
Re Be chess manua , 
acting bee =“ ee mo ee a La et ‘purchased a master nee from my local 
An t ea Sorit m use bir EB: Be are dealer. Enclosed is proof-of-purchase and my 
' A a iL tration card. PI ad me $30 in Capstone Cash 
GRANDMASTER CH! 4e ~ _ ©) ete good toward purchase of hes nears is 
: ‘ i ee YES, please send me Grandmaster Chess and $30 in 
powerful that We guarar oe a LS Capstone Cash to use ee the purchase of other 


will beat Chessmaster 3000 and = ' = 4 ' “~ Capstone titles, Enclosed is $59.95, 
— V or your money. y Oack."" "a — ee 


NAME 


SAVE $30=0f Oy ed tai FoF a -— 2 «4 M ADDRESS 

Fora limited time only, if YOu Own = — > = i 

another computer chess program, 4 | CITY/STATE/ZIP 

You Can Upstade to GRANDMASTE — | 7 

CHESS forjtist $29.95, including F aEE 3 DAY PHONE (include area code) 
shippingin.ULS. and.Canada..Simply.... _ . = 


5.95" HD DISKS 113.5" DISK 
mail.of FAX us a copy offthe inside [| L : 


front cover from your current | : | | CHECK ENCLOSED 

Computer chess gam¢ manual __-—C lO (No COD oF purchase orders) 
“along wittryour check or credit" ii [| visa L_] MASTERCARD 
card information. [] AMERICAN EXPRESS 

Offer expires 12/31/92. MAIL TO: CAPSTONE SOFTWARE 

| 14540 S.W. 136th Street, #204 
* Direct sales only, PrOof of ownership of another product required! = it Maimi. Florida 33186 
**Identical equipment, championship level only. Full details in age iia | ! 


CREDIT CARD ONLY: 


For [BM or compétible 286/386/486 computers with 640K RAM and! 1-800-468-7996 e IN FL: 305-959-9040 


hard drive. Fof3D-SVGA: 1 meg of extended or expanded memory. Ane Of. 
Mouse recoffimended. SVGA 640x480x256, VGA 640x480x16, EGA Capstone” 24-HOUR FAX: 309-254-7978 
640x350x46. Supports Sound Blaster, Ad Lib, Roland MT-39, Cova, Dae Vee ARRACLE OF = Florida residents include 6.5% sales tax. 
Disney Sound Source, PC Speaker. ENTERTAINMENT SOFTWARE 
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BSelizewe tt or not, 


An rrfervrew wrth 


<Scorv Sayless, COD Seve oper az Sega. 


the braims behind Sega CD" 


What are the technical advantages of Sega CD? 
Basically, it offers massive storage, which means we can now use real video action. A 16-bit cartridge could only hold a few 


seconds of motion video. But the CD holds over 500 megabytes, so you can now play for hours, interacting with real video. 


don’t wear pockett- 


So the games will be more realistic? 


Yeah, way more realistic. We have a second processor and a special graphics chip, so our zooming, scaling, and rotation is 


incredible. And we use a lot of real-life video you can actually interact with. Characters will speak to you and harass you. 


protectors or glasses 


What do you mean “‘interact’’? 
For example, there’s a game called “Night Trap,’™ that uses all real-life footage with real actors, and you control the action. 
You have to rescue girls from a house full of ghouls by operating a surveillance system, and trapping them in different 


rooms. It's like controlling the plot and the action of a real movie, from start to finish. It’s pretty wild. 


reid together with tape. 


Do you have a personal favorite CD game? 
Yeah. | like the INXS music video game, where you can re-edit their videos with different special effects and graphics. 
The sound on all the CD's is pretty amazing; it’s just as good as an audio component. Plus we're using a lot of original music. 


When you hook it up to your sound system, it’s like playing in a whole new realm. It’s really amazing. You forget where you are. 


(Those guys work for our competitors.) 


Sega, Sega CD and WELCOME TO THE NEXT LEVEL are trademarks of SEGA. © 1992 SEGA, 3375 Arden Road, Hayward, CA 94545. All rights reserved. 


Adrays 

Babbage’s 

Best 

Best Buy - select Locations 
Boscov’s 


K & K Toy Stores 
Kay Bee Toy Stores 
Lionel Kiddie City 
Macy’s = Select Locations 
Meijer 

Montgomery Ward - 


Select Locations 


Calidor 

Captron/G & G 

Circus World 

Circuit City - Select Locations 
Electronics Boutique 


Nobody Beats the Wiz 
Piay Co. 

Saturday Matinee 
Sears - select Locations 
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FAO Schwarz 
Fedco 

Fred Meyer 

The Good Guys! 
J&R Music World 


Software Etc. 
Stern’s 

Toy Works 

Toys ‘R Us 

Venture - select Locations 
Walidensoftware 


i --) A game so realistic, it's 


Nee) ee Eoesaaed Seieieecees ooated 


er ed PROFESSIONALLY CERTIFIED! 


by LucasArts 


The same courtroom game used to train lawyers, as part of 
a bar-approved Continuing Legal Education course. 


The answer: Exploding cigars, pow- 
er-hungry tentacles, port-o-potty time 
machines, human pet shows, a mad 
scientist and the drafting of the U.S. 
Constitution. 

The question: What are some of the 
things you will come across in the 
newest graphic adventure from 
LucasArts Games, Day of the Tenta- 
cle: Maniac Mansion 2? 


Day of the Tentacle featur cast ee _— _— , 
ae ee Its addictive and thrilling..." - steve ‘nin, nro worLp 
of expressive, hilarious characters; 


exaggerated, colorful settings; full- “ ...cerebral, realistic and intense. " - Jasper Syivester, COMPUTER GAMING WORLD 
screen wacky animations; and wall-to- " .. fascinating... you'll enjoy this game... - Dennis Lynch, CHICAGO TRIBUNE 


wall looney sound effects integrated “ ...challenging and fun... Objection! teaches 
into an iIMUSE©™ sound track. The the player to make objections quickly. * - Kurt Copenhagen, HARVARD LAW RECORD 


game is loosely derived from the OBJECTION! is available for Macintosh, and all IBM compatibles (Both 3 1/2" and 5 1/4" disks included). 
antics in the original Maniac Mansion. 


Players alternate between three kids - Only 49.95 (+ $3 Shipping & Handling). 


Hoagie, a laid-black roadie for a Ask about our Lawyer's version ($89.00 + $10 S&H). 


heavy metal band, Laverne, a slightly To order, call 1-800-832-4980 


crazed med student, and Bernard, a _ | 
computer geek. They must save the [zavsMeDia (41 9) 531-9764 = GS Le | 


world from Dr. Fred's mutant tenta- CIRCLE #181 ON READER SERVICE CARD. 
cles! 


TECH-SPECS 


Developer: LucasArts 
Format: PC / Compatibles 
Graphics: 256 VGA 

Theme: Adventure 

Sound: Most sound boards 
Available: 1st Quarter, 1993 
Cost: Not determined 


by Konami 


Have you ever thought that 
space games were good, but they 
don't go far enough towards real- 
ism? Sure, it's all well and good to 
take your ship into outer space and 
blow away some aliens, but if this 
were real life, how would you pay 
for that ship and those cool 
weapons? Elite answered those 
questions, and now Konami is 
bringing Elite Il to answer them 
with more style and flair! 

Jump into your Cobra Mk III and 
cruise Outer space as you travel to 
distant worlds in search of combat 
and a quick buck. While your skills 


as a fighter will prove important, 
your abilities as a wise investor 
and trader will determine whether 
or not you make an interplanetary 
fortune. Elite Il will feature VGA 
graphics and will support most 
major sound boards. Space jock- 
eys, be prepared! Elite Il should 
be out before the end of the year! 


TECH-SPECS 
Developer: Konami 
Format: PC / compatibles 
Graphics: VGA _ 
Theme: Action / adventure 


_ Sound: Most sound boards — 


Available: 4th Quarter '92. 
Cost: Not determined : 


Total Distortion 


by Pop Rocket 


New Electronic Arts affiliate Pop 
Rocket is hard at work on its first 
release, the rock-and-roll mega CD 
Total Distortion! Play back loud 


music, shouts, screams and sound 
effects and mix them with a host of 


images to create your own music 
videos on the Macintosh! 

Total Distortion is being created 
by Joe Sparks, one-half of the 
team that made the Mac CD 
smash, Spaceship Warlock. 
Sparks, in fact, created the music 
for Warlock, so expect tunes of the 
same high quality. Strange graph- 
ics, weird people and wild music 
are the norm for Total Distortion, 
so strap on your guitar and get 
ready to rock on the Macintosh 
CD-ROM! 


 JECH-SPECS — 
Developer: Pop Rocket Inc. | 
Format: Macintosh sy. 
Graphics: VGA 


Theme: Sound Simulation 
Sound: Internal speaker 
Available: 4th Quarter '92 


Cost: Not determined 


by Psygnosis 


Do you remember Lemmings? Well 
this popular puzzle game has a new 
sequel! Lemmings II will soon be 
here! 

Having survived the perils of Lem- 
mings and Oh No! More Lemmings, 
those green haired numbskulls have 
populated every corner of Lemming- 
land and evolved into twelve distinct 
tribes. In addition to their basic walk- 
ing, digging, climbing, and building 
skills, each Lemming tribe has devel- 
oped unique behaviors that are 
specifically suited to mastering the 
dangers found in their corner of Lem- 
mingland. However, a great danger 
faces them all, and you'll have to save 
them again, tribe by tribe, bringing 
them together for a final exodus! With 
each new Lemming tribe, there are 
new attributes that are truly unique. 
You now will be able to have swim- 
ming, running, jumping, throwing, ski- 
ing, ballooning and archery Lem- 
mings. Lemmings II will feature four- 
way scrolling over vast expanded lev- 
els. The different tribes featured in 
Lemmings II are: Polar, Shadow (nin- 
ja), Highlander, Beach, Space, Cave- 
man, Circus, Egyptian, Medieval, Out- 
door, Sport and, of course, Classic 
Lemmings. You will be able to control 
these Lemming tribes in any order. 
Lemmings || now features 256 color 
VGA graphics, rich sampled sound 
effects and music. An innovative 


design will allow extensive customiza- ee - | aes a |. 
r | 
Han At thine enhaneomenis in cound Fly your balloon Lemmings There is much more to ee 


and video. Watch for this one! Pte OhnGY Gide, accomplish in Lemmings 2. Le 


TECH-SPECS 


Developer: Psygnosis 
_ Format: PC / Compatibles 
_ Graphics: 256 VGA 


_ Theme: Puzzle 
- Sound: Most sound boards 
Avai lable: 4th quarter, 1992 make their way to the tent. 


The Circus Lemmings must Use this device to swing over 


to the Big Top! 


’...no other game, no matter how 
graphically advanced, captures the 
true essence of roleplaying 

like this one.” ~ 
(Compter Game Review, Oct. 1992) 


"a remarkably rich playground for 
modem-owning role-players." 
(Compter Gaming World, Aug. 1992) 


Every day, the intrepid, the romantic, the ima 
and the adventurous meet as player characters 


rn) 


enjoy a casual stroll with friends througk 
: pee Grymwood Forest. Recon a 


a1 igue or play the lone wolf on a 
are adventures and make frien« 


all 1 800- 937- 7644 to join 


(1200/2400 bps, 8N1, full 
or 800-274-2814 for more inf 


As low as $3.00 per hour all day even 


Visa ¢ MasterCard ¢ American: Bpkeseee = hess 
CIRCLE HS ON READER SIU RE eRE : pCO ee 
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CO Jo eh, a PATRI SS 


Legends of Future Past™ is available only on the Digital Dreams Network™, a service of Inner Circle Technologies, Inc. Other features include 
| forums containing thousands of files and featuring discussions on a wide range of topics from science fiction to PC computing. Other 
entertainment products, teleconferencing, nationwide matchmaking and news serviceas are also available. 


COMPUTER 


by American Laser Games 


A mean hombre, Mad Dog McCree 
has kidnapped the mayor and his 
daughter. The sheriff is in jail, and 
you need to get him out. Nobody in 
the town can stand up to Mad Dog 
McCree! To beat Mad Dog, you must 
be a real gunslinger. It is up to you to 
get through all of his men, ambushes 
and puzzles to save the May- 

or's daughter. ALG shows 


off its new compression — _ TECH-SPECS | 
technology with this title. Developer: American Laser 
Mad Dog McCree was first Format: PC CD-ROM 
released as an arcade Graphics: 256 VGA 

game in the fall of 1990 Theme: Action 

and was nominated for the © Sound: Most sound bie 
Most Innovative New Tech- : 

nology award. Mad Dog Available: Not determined — 
McCree uses 256 color Cost: Not determined 


VGA graphics and supports 
the SoundBlaster. 


Se, AP PLE (2. 


THE MOST REALISTIC 
STRATEGY /SIMULATION COMPUTER 
GAMES ON THE MARKET TODAY! 


3 IN 1 FOOTBALL 
Unmatched statistical accuracy ¢ Stats 
compiler ¢ Full team and player statistical 
breakdown ¢ You call the plays 
and timeouts ¢ Compare scouting reports 
¢ Use the two-minute rule ¢ Over 500 
teams included, pro and college 
from 1948 to present! 


BASKETBALL - THE 
PRO GAME 


You're the coach and you choose 
line-ups, shot selection, style of play 
and much more ¢ Stats compiler ¢ 
Full team and individual player stats 

kept for up to an 82 game schedule ¢ 
All players rated by actual statistics 
and tendencies ¢ 27 current teams 
and over 190 great teams from the 
past included! 


COURT-SIDE COLLEGE 
BASKETBALL 


Included are 286 teams from the most 
recent season and 70 all-time greats ¢ 
Player statistical accuracy from ability 
to tire and foul to overall contribution 
factor * Stats compiler ¢ You 


It is high noon and you are ready 
for a shootout. Live action video 
and synchronized sound will 
catch your eye and ear as you bat- 
tle it out with Mad Dog McCree! 
You must have a good eye, a 
steady hand and some pretty 
good luck to beat these foes. 


determine style of play, whether to 
press or use 45 second clock, weather 
game played at home court or neutral 
site and much more! 


Many past season’s discs available. For more 
information, write or call for free brochure. 


ORDER TODAY! Mail check or money order 
for $39.95 each for Apple II or C-64 
or $49.95 each for IBM, or call in and 
order with VISA or Master Card. Please 
add $3.00 for shipping and handling. 


@) @, ; ’ ; 
| Bee © Pee ee See 
Bc asinascat as ili eth malian tise. abel Bec tasitbocsse' ine 


P.O. BOX 100594 * NASHVILLE, TN 37224 
615/366-8088 
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~ scoursesy 144 holes 
brant new courses 


p & Graphics and animat 
_ Digitized sounds (crowd noise, 
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IBM VGA, Macintosh color, 
& Amiga screen shots shown 


From “classic” holes to the bizarre, DigiTek Software’s new HOLE-IN-ONE MINIATURE GOLF DELUXE a . 
uses the ease of a special interface (point and click) to provide fun and excitement for all ages (with as many as Di 


gilek 


four players at once!). Incorporating new state of the art graphics and realistic digitized sounds into the five 4 Software 
original courses from the best selling HOLE-IN-ONE MINIATURE GOLF, and adding three new courses, 1916 Twisting Lane 

the Deluxe Edition comes complete with a whopping eight (!) 18-hole courses (144 holes). Fight against Wesley Chapel, Fl. 33543 
gravities, magnets, hills and pits on your quest for the best score. HOLE-IN-ONE MINIATURE GOLF (619) 973-7799 : 
DELUXE will provide hours of fun and entertainment. 3 Si ncaninsore ences aioe ce 
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In Space Quest V: The Next 
Mutation you begin (as Roger) at 
StarCon Space Academy. After tak- 
ing part in an unannounced simula- 
tion exercise, Roger Wilco makes 
his way to class. Roger is horrified to 


|) discover that the S.A.T. (StarCon 


Aptitude Test) is in progress. The 
test is the primary means by which 
cadets are selected for the com- 
mand path at the academy. Roger 
hasn't studied, so the only way he 
can pass is to sneak a peek at the 
papers of his fellow students. Of 
course, he also has to avoid getting 
caught by the proctor droid! 


M ccmuaaedonmeasl CRT ET MARAE ok F Uenictemetsanecuannal 


BFS COMMABIDING A MOMMA CLA SEEMS T Se 


It's tough questions like this that 
make the StarCon Aptitude Test a 
dreaded experience among 
cadets! 


Because of Roger's tardiness, he 
has been ordered to wash and wax 
the StarCon Crest. After being a jan- 
itor for so long, Roger really doesn't 
mind; after all, a janitor's closet is his 
second home. While doing this task, 
he encounters Captain Quirk, the 
arrogant commander of the starship 
(no, not the ship you're thinking of) 


! 


Goliath, and the beautiful Ambas- 
sador Wankmeister, representative 
of the G6 Quadrant. Quirk is is trying 
to impress the ambassador with his 
own importance (to no avail) by tak- 


ing her on a tour of the acadamy. 
Roger recognizes her as the woman 
from the image on the holodisk his 
son showed him at the end of Space 
Quest IV. Ambassador Wankmeister 
displays a mild curiosity towards 
Roger and asks him if he is the 
same person who foiled the Sariens 
some years back. Awestruck, Roger 
mumbles an affirmative and the 
ambassador seems satisfied. Quirk 
is jealous of the mild attention paid 
to Roger and attempts to embarrass 
him by pointing out a spot he missed 
in his cleaning. This scene ends 
miserably with Quirk stepping in 
Roger's bucket and landing on his 
rear, while Roger lands in Quirk's 
doghouse. 


Guess who's test paper is in the 
machine when this rat completes 
a circuit with a high-voltage wire? 


Meanwhile, across the hall, a curi- 
ous rodent watches this exchange in 
the hopes that one of the participants 
will drop something edible. Realizing 
that he's not going to obtain a meal, 
the rodent proceeds to enter the 
Grademaster 9000 Megacomputer 
and decides to chew on a wire! After 
the first bite, the rodent receives 
20000 volts of indigestion and then 
explodes! Guess who's test was 
being graded at this particular time? 

Because of this little mishap, 
Roger winds up with the amazing 
score of 145% and has been given 
command of his own ship, The Eure- 
ka, a battered and broken down 
Hoover Class garbage scow. Never 
the less, it is his (for the moment). Of 


FP , | KNOW SOME OF ‘YOU MAY NOT BE 2 
3 AS EXCITED TO BE SERVING ON e 
| THE BUREKA AS 1 AM, BUT I 4 
| PROMISE ‘YOU THIS: WE ARE GOING | 
Meet TO BE THE GEST GOSH DARN eS 
jooqeae GARBAGE SCOW IN THE ENTIRE 
STAR CONFEDERATION! 


course, flying a garbage scow is little 
more than being an interplanetary 
janitor, but Roger's used to that by 
now, and the thought of having his 
own ship is exciting! Once on board, 
Roger discovers his crew isn't exact- 
ly the cream of the crop. In fact, they 
aren't even close! 


Aaaah, the joys of captainhood. 
So what that it's only a garbage 
scow destined for a series of 
milk-runs? It's Roger's first ship 
and he plans to make StarCon 
proud they gave it to him! 


The crew consists of Droole, a trig- 
ger-happy weapons and navigation 
officer, and Flo, the gum-chomping 
communications officer who spends 
more time doing her nails and read- 
ing glamour mags than working. 
Chief engineer "Cliffy" takes pride in 
his ability to fix broken parts and 
“improve” those that are already 
working. With the talents of this 
crew, Roger will have no problem 
handling whatever it is they will 
encounter in space. That is, if they 
can get out of the space station. 

Now, of course, the real meat of 
the game begins. Roger's first 
assignment is to pick up the junk 
along a specified intergalactic 
garbage route. As he leaves the sta- 
tion, Roger and his faithful crew fail 
to notice another ship uncloak and 
being to tail them. Piloting this craft 
is a W-D40 series annihilator 
android, the female upgrade of the 
Arnoid series from Space Quest Ill. 
There's only one thought in this 
metallic monster's mind: destroy 
Roger Wilco! 

Along the way, Flo picks up a 
message on one of the communica- 
tion channels. With the turn of a 
knob here and the twist of a dial 
there, she brings up a fuzzy image 
of an alien on the view screen. The 
alien mentions how he has a "really 
hot load of goods" that he needs to 
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Roger's looked better! Maybe it's 
a good thing this look can't last! 


Scenes like these show why Space Quest V: The Next Mutation is as 


much fun to look at as it is to play! 


get rid of, pronto! The person or 
alien on the other end of the line 
tells the guy on the viewscreen that 
using an open channel for this type 
of communication is highly unwise 
and that they will meet in the "usual" 
place. All of this leaves Roger and 
his garbage-picking crew somewhat 
mystified. 

In their second mission, the crew 
of the Eureka picks up some sort of 
lifeform readings in the garbage 
storage chamber. Against the advice 
of Cliffy, Roger opens the hatch and 
is immediately buried to the waist in 
the recently collected junk. The last 
thing out of the pile is a baby "face- 
hugger’ who immediately thinks 
Roger is its lost parent. Having no 
other recourse, Roger names the 
creature Spike and proceeds to 
shipbreak it, since the little monster 
has the nasty habit of leaving pud- 
dies of ship-corroding acid on the 
floor. 

Of course, these first two adven- 
tures are just the beginning of 


Roger's latest series of mishaps. 
Along the way, he'll have some 
more run-ins with the W-D40, some 
Space Monkeys, the planet Thrakus 
and, of course, Capt. Quirk! 

Space Quest V: The Next Mutation 
should be available before Christ- 
mas this year. The game will feature 
VGA graphics and will support most 
major sound boards. You may have 
seen Roger Wilco in action, but 
you've never seen him in an adven- 
ture quite like this one! Being a 
garbageman was never this © 
exciting before! 
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One thing that we've got a lot of is software (of 


course, we may have a lot of something else, too, but 
we're not talking!). And while we hold to the idea that 
nobody can have enough games to play, we're willing to 
part with a few of ours to keep you happy. So, we're offer- 
ing the following five titles for one lucky winner! If your 
card gets drawn, you'll receive your own copies of Elec- 
tronic Arts' Grand Slam Bridge II, Atomino from Psygno- 
sis, Legend's Spellcasting 301: Spring Break and The 
Summoning and Great Naval Battles: North Atlantic 
1939-43 by Strategic Simulations. The catch here is that 
you have to enter to win. 

But how to enter? Simple. Take the attached card in 
this very issue of CGR and fill out your name and address 
and take a few seconds to answer the questions on the 


card as well. While you're at it, circle all of the little num- 
bers on the card that pertain to the companies and 
games that you'd like a little more information about. To 
actually enter the contest, though, you have to be sure to 
circle number 200 on the card. Do that, and you'll have a 
chance to win these five games! 

The lucky winner will be announced in our April, 1993 
issue, so you'll only have to wait a couple of months to 
find out if you've won. For more details, keep on reading. 
Contest Rules: All entries for the Computer Game Review / Free Software Contest must be post- 
marked no later than 1/31/93 and received at the P.O. Box in Boulder, Colorado, no later than 
2/14/93. The random drawing will be held on 2/20/93 and the winner will be notified by mail and 
his or her name published in the April issue of Computer Game Review. Prize value is $250 
based on MSRP of all products awarded. The decision of the judges in the selection of the win- 
ner of the contest is final. Neither Computer Game Review, employees of the game companies 
whose games are given as prizes, nor the judges will be liable for lost, misdirected or illegible 
entries. No purchase is necessary to enter. Multiple entries are allowed only if sent under sepa- 


rate postage. Employees and families of Sendai Publishing Group, Inc. and of the respective 
game companies are not eligible to enter. Void where prohibited. 
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All those — 
who think “Patriot” 
is the witimate 

Gulf War simulation, 
please raise your 
hans. 


The experts agree. PATRIOT” is more than the most 
authentic re-creation of Desert Storm ever made. 
PATRIOT” is the definitive land warfare simulation for 
the IBM PC. 

With its initial Battleset; you'll engage in the “mother 
of all battles” as Coalition forces meet battalion-to- 
battalion with the defiant troops of Saddam Hussein. 

Command over 2000 units from either the Coali- 
tion or Iraqi side — the most lethal high-tech arsenal 
of firepower ever to scorch the face of the Earth. Stun- 
ning 256 color Super VGA graphics capture the fury 
of modern ground warfare as never before. A state- 
of-the-art database, interface and mapping system 


provide authenticity that other wargames can only 
dream of. 
And future Battlesets make PATRIOT expandable: 
always combat-ready for future global conflicts. 
Like World War III in Europe or land wars ir Asia and 
South America. 

A revolutionary simulation as currer* as the 
morning headlines. That’s PATRIOT. 
But what else would you expect 
from the creators of HARPOON™? 


To order, visit your favorite soft- 
ware retailer or call 409-776-2187 


Harpoon and Patriot are registered trademarks of Three-Sixty, inc. me : * reer ese trademarks of their respective owners. 
All other product and corporate names are trademarks and registered © 1992 Three-Sixty, Inc. All rights reserved. PHOTO. REUTERS BETTMANN 
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Pen and paper role-playing games 
have been around for many years. 
Computer programmers have taken 
the idea behind these fantasy RPG's 
and transferred them to the PC and 
other computer platforms to try and 
bring this experience to the comput- 
er gamer. However, something has 
always been lacking. Computer 
RPG's do not offer the level of inter- 
action that pen and paper RPG's do, 
because computer RPG's can gen- 
erally only be played by one player 
at a time. The input and cama- 
raderie of other players is not avail- 
able. That's where on-line games 
come in. 

While on-line gaming has been 
around for almost as long as com- 
puters have been around, it has 
taken many years for programmers 
to develop a gaming system that 
accurately recreates the experience 
of sitting around the kitchen table 
and rolling dice to ward off mon- 
sters. One such game that gives 
players the feel of truly playing with 
other people is Legends of Future 
Past on the Digital Dreams Network, 
run by Inner Circle Software. 

Legends of Future Past (hereafter 
referred to as LOFP) takes place on 
the planet Andor in the city of Fayd. 
The civilization of Andor was 
destroyed by an event known only 
as the Cataclysm. Much of humanity 
and almost all knowledge of technol- 
ogy was lost in this great disaster. In 
the aftermath, life has again taken 
hold, although humans are no longer 
the only sentient race. Many people 
of all races live in Fayd and adven- 
ture in dangerous parts of the city 
and the surrounding countryside. 
While some technology still exists 
and some people have wonderful 
powers of the mind, many of Fayd's 
denizens have taken to magic, one 
of the results of the Cataclysm. 


We recently took a few minutes to 
talk with Jon Radoff, President of 
Inner Circle and developer of LOFP 
and asked him what makes this 
game so different from other on-line 
adventures. 

CGR: How long has LOFP been 
available to consumers? 

JR: "We first started the beta testing 
around November of last year. 
We've had customers in the game 
since May, '92." 

CGR: One of the first differences 
a new player notices is the quests 
that take place every weekend. 
How much work goes into making 
a quest? 

JR: "We have seven GameMasters 
and we rotate the quests, so each of 
us does one every seven weeks. 
They take between twenty and forty 
hours of preparation. A lot of this is 
the actual programming; things like 
room descriptions and the various 
aspects of the quest." 

CGR: There are also nightly 
events. How much preparation 
time do these take? 

JR: "An hour or so. Since they aren't 
as involved, they don't take nearly 
as much time." 

CGR: Do the events ever build on 
each other? 

JR: "Sometimes. We try to provide a 
believable framework for gaming, so 
at certain times, a nightly event will 
set up a weekend quest or build on 
a previous event." 

CGR: You recently made a 
change in pricing, giving a flat 
rate for all times of day. What kind 
of a response have you had from 
the players? 

JR: "We've found that a lot of people 
log in earlier in the day. It's still 
mainly a nighttime game; people 
come in around 7:00 to see who's 
there and talk with them, but more 
players are coming in around 5:00." 
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CGR: You've also instituted a new 
system. 

JR: "Yes. It should make the soft- 
ware more stable as well as easier 
for the GameMasters to program." 
CGR: What are you planning for 
LOFP in the future? 

JR: "We're going to add a whole 
new area called ‘The Deep Realms' 
that will be a complete environment 
unto itself. It will have its own econo- 
my, stores, etc. In addition to that, 
we're going to add some new skills 
that emphasize the role-playing 
aspects of the game instead of just 
the hunting of monsters in parties. 
For example, characters will be able 
to learn new skills like weapon- 
smithing, mining, weaving and gem- 
cutting which can be used to manu- 
facture or augment items. We've 
also thought about adding the possi- 
bility of staking claims on parts of 
The Deep Realms for mining rights. 
Another new feature will be chang- 
ing seasons that will affect the 
weather and conditions." 

CGR: How many people currently 
play LOFP and what is the maxi- 
mum amount that can play? 

JR: "There are a few hundred regu- 
lar players, and the most I've seen is 
around 60 at any one time. The cur- 
rent limit of the software is 250 char- 
acters, but that can be expanded if 
the need arises." 

CGR: What's the most rewarding 
part of LOFP for you? 

JR: “It's rewarding when everything 
works smoothly. If the system crash- 
es at 3 in the morning, we have to 
get out of bed and fix it, so it's nice 
when it all works. It's also rewarding 
when people are enjoying them- 
selves in the game. We do get some 
negative feedback and some sug- 
gestions from players, but most of 
the comments we get are positive." 
CGR: What's the toughest part of 
the job? 

JR: "The hardest part of the job is 
coming up with all-new matierial and 
keeping the game new and exciting. 
We try and keep the environment 
fresh." 

CGR: What has been the most 
memorable quest you've held? 
JR: "A couple of months ago, we ran 
a mystery-type quest. The problem 


was that we didn't really have it fin- 
ished in time and we had to make a 
lot of it up as we were going along. It 
was pretty touch-and-go for a while, 
but a lot of people said it was one of 
the better quests they went on." 
CGR: The GameMasters really 
seem to care about LOFP. When 
someone has a problem, they are 
always there to help out. 

JR: "Well, unlike many on-line com- 
panies, we pay our GameMasters 
and two of them work full-time. But, 
yes, they do want the players to 
enjoy themselves." 

CGR: What do you plan for the 
Digital Dreams Network in the 
future? 

JR: "We're working on a new multi- 
player game that probably won't be 
available until around May of next 
year. It will be a science fiction trad- 
ing and conquest game that will 
have graphics and sound, unlike 
LOOP. 


In addition to talking with Jon 
about LOFP, we spent some time 
talking with the characters in the 
game to get their opinions on Andor, 
Fayd and the Shattered Realms. 
Baron Ferumbras Firehand-- 
Ferumbras is both the Guildmaster 
of the Silver Arcana and an advisor 
to King Frederick IIl. One of the bet- 
ter Known characters in Fayd, Fer- 
umbras is the person to talk to if you 
need a weapon enchanted. 

Count Vlad Drakulya -- Vlad is the 
legendary lord of the vampires, and 
despite this, his manners tend to put 
other characters at ease. A sort of 
anti-paladin, Vlad is a powerful 
friend or a dangerous enemy. 

Sir Renegor Magna -- Renegor is 
the guildmaster of the technologists 
and a knight of King Frederick Ill. A 
mechanoid by race, Renegor is 
somewhat more and less than 
human. A powerful psionicist, Rene- 
gor is a valuable ally in battle. 

CGR: How long have you been 
playing LOFP? 

Ferumbras: "Since late May." 

Vlad: "| have been playing Legends 
since it went into beta, which, if 
memory serves me right, goes back 
to April of this year. | played a few 


different characters while it was in 
beta testing, and then when things 
went live, | transferred Vlad over 
from Gemstone III." 

Renegor: "Since the first week of 
May, 1992." 

CGR: How did you find out about 
the game? 

Renegor: "| learned of this game 
from a posting in one of the 
read.news groups on the internet. I'd 
played MUDS, so | gave it a whirl." 
CGR: How often do you play? 
Vlad: "The first few months | played 
quite a bit on evenings and week- 
ends. | probably spent about 150 
hours a month for the first few 
months playing. Since then, due to 
work and a lack of funds, I've cut 
back to about 30-40 hours a month." 
Renegor: "Well, barring sleeping 
and eating, every chance | get. It 
works out to about 3-4 hours a night 
on the average." 

CGR: What brings you back to 
Fayd and LOFP? 

Ferumbras: "I've spent a good deal 
of time in on-line FRPG's, and this is 
the best by a good bit. The big differ- 
ence here is the staff. They do little 
things right, like answering feed- 
back. | have been constantly 
amazed at the pace of change here. 
They really seem to work hard to 
respond to suggestions and improve 
the realm." 

CGR: What do you feel is the 
strongest feature or features of 
the game? 

Ferumbras: "The quests. This is the 
only on-line game that has the same 
feel as people and paper RPG's. 
The others are all basically Might 
and Magic with bad graphics. There 
are some other things. The speed is 
much better here than [in] the ‘other’ 
games, for example." 

Vlad: "Without a doubt, | think THE 
strongest feature is the GameMas- 
ters ICS has working for them. Their 


~ ability to deal in a friendly and equi- 


table way with the players is phe- 
nomenal. It's also their creative 
energy which goes into the nightly 
events and weekend quests. Lastly, 
| would list the whole skill system as 
a strong feature." 

Renegor: "LOFP is great because of 


the real people and personalities 
behind the characters. It makes the 
game spontaneous and much more 
enjoyable than if everyone just sat 
around and hacked all day at mon- 
sters." 

CGR: What would you like to see 
changed in LOFP? 

Ferumbras: "We all have strong 
opinions on various aspects of play 
balance, but | would wish for no sys- 
temic changes." 

Viad: "This is an interesting ques- 
tion, mainly because the game 
seems to be evolving all the time. 
Tweaks are made in various areas 
of the game relating to monsters, the 
areas you travel to and the skill sys- 
tem itself. If | had to actually choose 
one area | would like to see focused 
on, it would have to be the magic 
system. I'd like to see still more 
spells put in, even if they were "fluff" 
spells (spells which don't help much 
except in a role-playing sense). 
There is continued debate in the 
SIGs over the power of the higher 
level magic spells, and their effec- 
tiveness compared to the lower level 
spells. | would definitely like to see 
improvements to the necromancy 
spells, which | (and others) feel are 
too weak." 

Renegor: "To tell you the truth, 
except for some minor adjustments 
to the mechanics, | cannot think of 
anything that | would change. Maybe 
Endir's hair color. I'm not sure blue 
looks good on him." 


Several other characters (Don and 
Maximillion in particular) were inter- 
viewed and we appreciate the time 
they spent answering our questions 
and giving us feedback for the 
game. We sincerely wish we could 
have printed all the responses here. 

The environment of Legends of 
Future Past continues to grow and 
evolve as the characters themselves 
change. The world of Andor and the 
city of Fayd contain enough adven- 
ture and friendship to last any player 
several lifetimes. We at CGR will 
watch with interest as the universe 
of Inner Circle Software adapts to 
the changing needs and desires of 
on-line gamers everywhere. 
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BECOME A VIDEO GAME V.LP. 
& GET YOUR EGM T-SHIRT FREE! 


Get 12 issues of EGM plus a collector's T-Shirt for only $27.95! 

Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 
Name 
Address 
City 
State 


ZIP 

Payment Enclosed 
Credit Card Orders: 

VISA MC 
Card No. 
Exp. Date 
Signature 
T-Shirt Size: Small Large 


For Faster Service, Call Toll-Free: 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via 
airmail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. 


$1170 


Bill Me 


branch bank.) Please allow 6-8 weeks for your first issue. 


T-SHIRT/WITH PAID ORDERS ONLY. 


UBSCRIBE TO EGM 


CIAL EGM T-SHIRT FREE! 


Each big full-color issue of EGM is packed 
with In-Your-Face information and exclu- 
sive coverage of the hottest video game 
action you can find. 


EGM is the only mag loaded with special 
pull-out strategy guides, killer maps and 
super secrets that will send your scores 
soaring! 


You find all this and more only in the 
Biggest and Best video game magazine! 
Be the first to get every action-packed 
page delivered to your door by subscribing 
today! 
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"The best simulator 
I've ever seen!’ 

Rick Zalud, Computer 
Game Review 


"Makes the term ‘virtual’ 
redundant!” 
Dave Moskowitz, Video Games 
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and Computer Entertainment 
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P tlt 
: ces graphics 500 times more 
tailed than any of those tired old 
_ polygon graphic games. You il dive from 
- mountain peaks, dart through winding 
canyons, and roar through pulse-pounding 


knuckle excitement unlike 
a !-66 Comanche  . . 
@ Unsurpassed speed and maneuverability 
® Real-time fly-hys through actual terrain data 
& One-minute learning curve 
_# Superb musical score 
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"Watson, I've received a rather 
intriguing letter from Inspector 
Lestrade at Scotland Yard. It seems 
that he is once again requesting our 
assistance in trying to solve a rather 
difficult murder case. Do you feel we 
should take the offer?" 
_ | answered with an emphatic 
es!" The horrible crimes of Jack 
oF the Ripper are the main 
topic of conversation 
from the shipping 
docks to Parliament. 
The Ripper had 
taken the lives of 
more than a few 
young women of Eng- 
land, and although 
their lifestyles were not held in the 
highest regard, the mystery and 
dread of these murders held the 
entire city of London ina 
grip of icy terror. Know-. 
ing we would bein @ 
the limelight, Holmes 
and | embarked on 
what could be the 


Sherlock 
Holmes 


we have ever faced. 

After receiving the letter, we imme- 
diately took our hansom cab to the 
alley behind the Regency Theatre. 


1 ost challenging Case py, Watson 


There, we saw the evidence of the 
crime. | immediately began taking 


notes on the entire investigative pro- - 
cess, knowing Holmes was too busy — 


to bother. Holmes immediately set to 
a thorough examination of the young 
girl's body. He noticed a white, pow- 
dery substance on her dress and 
discreetly took a sample for future 
use. He also noticed a sampling of 
a common brand of cigarettes near 
a crate and took these as well. 


What . a despite sh ahel You, the 
incredible Sherlock Holmes, must — 


find the murderer! 
After questioning Inspector 


Lestrade, Holmes learned the identi- 
- ty of the young girl-her name was 


_ Sarah Carroway, a actress at the 


= este Holmes and Lestrade dis- 
- cussed more aspects of the murders 
(particularly about the murder 


Neate and Lestrade gave us the 
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go-ahead to enter the theatre to. 
question any witnesses. 


Inside Sarah's dressing room, 
Holmes talked briefly with Henry  — 
Carruthers, who explained that the =| 
young woman sitting at the makeup © 
table was a co-actress of Sarah's _ 
named Shelia Parker. She was ina _ 


terrible state, weeping and sobbing. 
Luckily, Holmes asked me if | had 
something that would calm her 
down. | remembered that | had a 
mild sedative that | sometimes used 
for my bothersome migraine 
headaches. This sedative calmed 
the girl so that Holmes could ques- 
tion her. She mentioned something © 


about a pendant Sarah had received ts 
from Anna, her sister. She also 
explained that a "special" friend sent 


Sarah the bottle of perfume on the © 
dressing table. Holmes picked up | 


_ the perfume, a flower from a bou- | 
_ quet on the dresser, and a handwrit- 
ten note from asecret admirer. 
Holmes carefully examined the | 
entire room, especially around the 


door frame. al 

Turning to M r. Caruthers, Holmes “ 
asked more questions and received 
some interesting info vation about a 
young man who asking about 


Sarah a short time ago. Carruthers 
was busily trying to open the door to 
the hallway, but it seemed to be 
hopelessly jammed. However, 
Holmes spied a small spring under 
Sarah's closet and gave it to Car- 
ruthers; this did the trick, and we left 
the room. 

We proceeded to Sarah's flat at 21 
Praed Street. Upon arriving, we 
found a rather demure setting that 
didn't seem to offer many clues. Ah, 
but Sherlock Holmes found some 
pertinent items. Opening an umbrel- 
la, he discovered a small key. Bril- 


You will have to carefully ques- 
tion many important suspects. 
Use your best deductive skills! 


liant! He also rummaged through a 
laundry basket and found a rugby 
shirt, and examined it carefully. 

We then ventured to Southwark 
Morgue. Here, after conversing with 
the Coroner, Holmes received a 
powdery specimen similar to what 
he had found on the girl's body. He 
told the coroner he would examine it 
and get back to him. He 
was then told by 
Inspector Gregson 
that the mere men- 
tion of Gregson's 
name would allow us 
to circumvent the 
strict security at Scot- 
land Yard. We needed to enter the 
Yard for permission to release 
Sarah's personal effects for further 
examination. We left the morgue 
and returned to Baker Street, where- 
in Holmes analyzed the powdery 
substance by using the lab table. He 
mixed chemicals with the substance 
and quickly heated it. This produced 
a black residue, and he took note of 
its chemical composition. We then 
tried to enter Scotland Yard, but we 
could not receive admittance to the 
station. Holmes was irritated, but 
understanding. We returned to the 


Inspector 
Lestrade 


Morgue, where Holmes discussed 
the residue with the Coroner. 
Inspector Gregson said he would 
personally escort us to the Yard. 
The three of us 
returned to the Yard. 
We gained admit- 
tance, but Holmes 
had to learn the 
secret of actually get- 
ting Lestrade to the Mrs. 
front of the office. He worthington 
did this by confronting 
the "blind" salesman in front of the 
station. Once we talked to Lestrade, 
we got permission to gain access to 
Sarah's personal effects at the 
Morgue. 

Holmes retrieved a large key from 
Sarah's personal property at the 
Morgue. This key fit nicely into the 
lock of the backstage door at the 
Regency Theater, and Holmes ven- 
tured to Sarah's dressing room and 
opened her dresser. Upon examin- 
ing the contents of the drawers, he 
found a pair of season tickets to the 
opera. We didn't feel right in using 
them for the investigation, but clues 
must be utilized. We travelled to the 
Chancery Opera House, and tried to 
enter Anna Carroway’'s dressing 
room, but the theatre manager 
refused to allow us inside. We did 
manage, by using the opera tickets, 
to gain an audience with one Mrs. 
Worthington, sitting in the box seats. 
Holmes conversed with her about 
the apparent murder of her young 
friend, and, though visibly shaken, 
she managed to script a permission 
note for us to examine Anna's dress- 
ing room. 


Your hunt will take you to many 
unique and interesting places all 
over London. 


With note in hand, the manager, 
Mr. Epstein, had no choice but to 
allow Holmes to examine the room. 
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However, he did not let Sherlock 
Holmes touch a thing—we were 
closely watched while in the room. 
We exited, and | mentioned to 
Holmes that if we played a bit of 
trickery on Mr. Epstein, perhaps 
Holmes would have more time to 
investigate. We did so, and Holmes 
found a ring of keys in Anna's dress- 
ing table. We once again visited 
Mrs. Worthington, and she provided 
the name of the young man who had 
been seeing Sarah of late: his name 
was James. At last! The first real 
lead in a case always brings an 
intense rush of energy, and Holmes 
was prepared to run with the ball! 

We visited Belle's Parfumerie to 
try and glean more information 
about Sarah's friend, James. 
Holmes tried to question the clean- 
ing girl, but she feared talking to 
customers while Belle was watching. 
Holmes deduced that Belle must be 
absent from the room in order to 
allow for more intense questioning. 
He first questioned Belle about 
James. She did not know his name, 
but after Holmes informed her of his 
rather tall stature, black hair and 
unknown build, she recalled some 
details about a man matching this 
description. 

Holmes then asked to purchase a 

bottle of "La Cote D'Azur." 
This caused Belle to 
leave the front to 
retrieve this particular 
scent. In the mean- 
time, Holmes ques- 
tioned the girl and she 
remarked that she 
remembered a rugby 
player matching Holmes’ descrip- 
tion, and that he smoked "Senior 
Service" cigarettes. 

We immediately took our hansom 
cab to Kensington Field in the hopes 
of questioning James. Holmes thor- 
oughly questioned the coach, and, 
reluctantly, he called James from the 
practice. The young man adamantly 
refused knowing Sarah Carroway, 
and demanded that Holmes provid- 
ed proof of the so-called relation- 
ship. After all, rugby players don't 
have time for women during the sea- 
son! Holmes smirked, and produced 
the bottle of perfume from Sarah's 


A Dandy 
Player 


dressing room at the theatre. James _ 


_ Saunders expressed a paltry excuse 
for the perfume, but Holmes allowed 
it to slide for the moment. Needless 
to say, the coach was not too 
pleased with ip pons Saunders 
returned to Mage 
fora ane of tea, ane after refreshing 
ourselves in the English custom, we 
decided to further question James 

_ Saunders at his dormitory. Holmes 

tried to convince him of Sarah's 
- death, but, being an analytical sort, 
Saunders needed concrete proof 


play. Knowing this, we ventured 
back to 221B Baker Street and 


_ yesterday's Times. Regrettably, 

_ Jonas had run out of copies, but the 
main office at Fleet Street could 
have some extras. Holmes then 
asked Wiggins if he would get the 
paper for him. "No need," said the 
lad. "| have a copy of it right here!" 
Again, fortune had smiled on our 
lengthy investigation. 

Returning to Eaton Bornitory. we 
confronted Saunders with the evi- 
dence he required. He was heartbro- 
ken, yet angry. He informed us that 

a - Sarah's sister, Anna, had a friend 
a named Antonio Caruso who fre- 
quented the local billiard parlors. 

- Caruso, Anna, Sarah and himself 
had spent some time together, and 
he told Holmes about a particular 
picnic spot frequented by Antonio 


and Anna and a peculiar boy to 
_ whom Anna paid a lot of attention. — 
Holmes promised the 


poor lad that Sarah's 

killer would not 
aes justice. 

We. travelled 

across” ‘town. 1D SL 

Antonio ‘Bernard's Public 

Caruso House. Here, there 

| _were three "gentle- 

men" aes. billiards, and a rather 

naive: bartender who was very ami- 

able. Naturally, Holmes questioned 

ae _ everyone present, but he unavoid- 

ably got caught up in a sham 


- between two of the patrons when he | 
tried to learn more information about _ 


_ Antonio Caruso. Holmes was notice- 
able upset at the uncooperative atti- 


_ that his beloved had indeed met foul 


Holmes asked Jonas for a copy of 


tudes of the players. | told Holmes 
that he must be persistent, particu- 
larly to the Dandy Player. He 
seemed to be withholding some 
information. | sensed that constant 
badgering just might pay off, and 
Holmes set to it. Using his incredible 
powers of observation, Holmes 
developed a blackmail scheme of 
his own, and turned the tide on this 
pool shark. The Dandy Player acqui- 
esced, and provided us with Anto- 
nio's address. 

We went directly to Caruso's flat, 
and learned more about the fond- 
ness Anna Carroway had for this 
certain child. The lad had a particu- 
lar liking for gyroscopes, but Anna 
hadn't yet given him one. Holmes 


again thoroughly questioned Caruso 


and, as always, carefully examined 
the room. Caruso also 

provided us_ with 
Anna's current 

address: Bunhill 


of Chiswell street. 
As we went to 
Anna's flat, | was 
Farthington teeling perplexed 
about the many turns this investiga- 
tion was taking, but | knew Holmes 
would not stop until he found the 
answers to our many puzzles. Heed- 
ing Caruso's warning about the 
apparent deafness of Anna's house- 
keeper, Holmes used the door 
knocker and bell puller to try and 


Jacob 


gain an entrance to Anna's flat. 


However, no one came to the door. 
Sensing the urgency of the case, 
Holmes was satisfied that good 
manners had been tried, but he 
needed to get into the home. He 
used the ring of keys to unlock the 
front door, and we entered Anna's 
flat. 

In the entry room, Holmes helped 
himself to the calling cards left on 
the table. After a careful examination 
of the room, we ventured upstairs to 
Anna's room. Here, we found the 
housekeeper, busily working on 
keeping the entire area spotlessly 
clean. Holmes startled the lady, but, 


with his gentle manner, quieted her 
enough to ask the pertinent ques- 


tions. It was clear that this room held 


7 some more clues, but the house- 
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Row, #25, just south 


keeper would not allow 
Holmes to remove 
any articles from the 
premises. Using the 
Knowledge of the 
woman's” cleaning 
fetish, Holmes exited 
the room, went downstairs and cre- 


Paul 


ated a small disaster by tipping one 8 


of the plants and allowing some pot- _ 


ting soil to spill onto the carpet. We | 7 


went back upstairs and admitted our 


mishap, and the housekeeper left. 


Holmes cased the entire area, find- 
ing a diary in the vicinity of the stat- 
ue. 

Holmes studied the parlor on the 
lower level of the flat, and we left to 
continue the investigation. One card 
Holmes had taken from the flat gave 
the address of Jacob Farthington, a 
lawyer in the area. We sped to his 
office to learn more facts about the 
case. Holmes had a very long and 
detailed conversation with Mr. Far- 
thington and gained important back- 
ground information about the Car- 
roways. Farthington was a longtime 
friend as was willing to help in any 
way he could. 


We returned to Baker Street, a 


where Holmes procured a gyro- | 


scope from Wiggins, for a small fee. 
We then travelled to the picnic area 
mentioned by Saunders in the hopes 
of meeting the small child Anna was 
so fond of. We saw many children 
laughing and playing, enjoying the 
much appreciated innocence of 
childhood. However, we noticed a 
solitary boy standing apart from the 
others. Holmes used the gyroscope 
to attract the child's attention and 
questioned him concerning his rela- 


tionship to Anna and any other infor- — 
_ mation he might have to help us in 


the case. The boy, Paul, was so 
excited about his new gift, that he 
left his hat hanging on the fence. 
Holmes took and examined it, learn- 


ing more information about the case. 
At the moment, we are on Our way 


to Eddington's Equestrian Shop to 
learn more about Paul's cap. 
Holmes is as excited as ever, and 
knows he is inching closer to the 
solution to this complex case. | 
count myself fortunate to be at Sher- 
lock Holmes' side. _-Tim Ostermiller 
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My friends, | have 
again managed to 
speak to my master by 
‘using magic. Unfortu- 
ately, he was unable or 
unwilling to tell me of his 
act whereabouts. | informed 
n that his intrepid band of adven- 

¥§ has gathered for his rescue 


yet ready for the challenges of his 
n. Yet, there is a lot of prepara- 
‘tion at you can do. People are suf- 
ee Mh i the lack of the King's 
stice and there is many a 
brave quest to undertake and 
noble deed to perfo 


and | think that he fears you are not ~ 


WMA Nightshadow ( D4, X13, Y5) 


Crodo. di ie not inform me of the 
exact composition of your party, but 
to have any hope of SUCCESS, YOU 
will need a diversity of skills. Since 
many fearsome beasts wander the 
wilderness and terrorize the towns- 
folk, you will need good fighting men 


and women. However, many of the 


challenges you will be facing will be 


beyond the mundane. Therefore, 
you will require the services of a tal- 
ented mage. During your travels, 


injuries are inevitable, so | hope that — 
your party includes a member who 


can cast the healing spells of a cler- 
ic. While | do not condone the 
actions of these individuals, you will 
find that a robber or ninja will be 
useful for getting you past locked 
doors and into trapped chests. 

| am able to provide you with the 
locations many of the important fea- 
tures within the lands of Xeen. This 
information was gathered by numer- 
ous brave men and women at great 
personal risk to themselves, so use 
it well. 

The landscape of Xeen is dotted 
with small pockets of civilization in 
the form of towns, towers and cas- 
tles. While some are not difficult to 
find, others are a bit more off the 
beaten path. 

There are also a number of areas 


_ that will offer temporary aid to the 


members of your party, in the form 


Castles 

Castle Basenji ( A1, X8, Y8) 
Castle Burlock ( D2, X8, Y2) 
Newcastle ( C4, X11, Y12) 
Temples 

Golum Dungeon (B4, X11, Y9) 
Terror Tomb ( C4, X6, Y6) 
Yak Temple ( E4, X4, Y4) 
Towns 

Asp ( C2, X9, Y15) 


i se and fountains. 


of increases to your n 
These come in the for 


fravellers while olla? ot 1 Tolle _— = 
increase eegetural ie to 


are very important in 1 creating a stur- 


| a) band of warriors. 


eat pes ( A4, X3, Y3) 
sa (Adds fs) ( FG, X7, Y7) 


1, X12, Y14) 
y ( D3, X15, Y4) 


of Energy (A1, X7, Y6) 
Fire (E3, X13, » 


hp ( xs. v4) 


Rivercity (C3, X11, Y7) 

Vertigo ( F3, X10, Y13) 
Winterkill (A3, X4, Y6) 
Towers 

Darkstone Tower ( B3, X11, YO) 
Darzog's Tower ( D3, X4, Y13) 
Dragon Tower ( D1, X10, Y5) 
Tower of High Magic ( C4, X6, Y15) jw 
Witch Tower (F4, X10, Y9) 


Pyour journey in Eaite quiet town of 
Vertigo. Placed precariously close to 
the edge of the world, the town hon- 
estly lives up to its name. Unfortu- 
nately, Vertigo is not so quiet at this 
moment. Recently, the mayor hired 
an exterminator to rid the town of its 
pest problem. Not only was the effort 
ineffective, the streets were soon 
crawling with slimes and giant 
locusts. Since then, Joe, the exter- 
minator, has vanished. The mayor 
will ask for your aid to rid Vertigo of 
the menace and you would do well 
to start doing good deeds here. Per- 
haps you will find the answers you 
seek in Joe's storehouse. The town 
also features all of the facilities an 
adventuring party may need. These 


Pcs psmanucae ee ore 4h Lotsa as 4 tes 
ee Shek ; ‘aoa 
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clude a temple. mith Saihino 
grounds, bank and tavern. It also 
has a mage's guild and a magic por- 
tal, as do all of the five towns of 
Xeen. If you have enough money, 
you can pay to learn the pathfinder 
and cartography skills from some of 
the talented townsfolk. 

You will find that many people will 
be glad to reward you for your 
efforts. This will come in the form of 
monetary, magical or intellectual 
compensation as well as some style 
of award. 

Gunther will direct you to the 
mines in the Red Dwarf Range as 
the next spot to render your ser- 
vices. The mines can be a rough 
place, so make sure you are 
equipped with some good gear and 
an assortment of useful spells. Two 
particularly useful spells for your 
cleric can be learned from the stat- 
ues at F3 (X12, Y2 and X12, Y8.) lf 
you get into serious trouble, remem- 
ber that you can leave the mines 
and return to the town of Vertigg.for 


"You will begin” ’ 


we. Yellow - Accuracy 
SS = 


® treatment of wounds and other 
* maladies. 

Within the mines you will 
encounter a variety of threats. First 
and foremost, there is a band of 


maddened dwarves under the com- 
mand of the insane dwarf king who 
is the root of the trouble. The first 
ones you meet should not be too 
tough, but in the deeper shafts of the 
mine you will run into the hardier 
clan leaders. The giant bats which 
live in the upper levels are more 
bothersome than dangerous. Still, it 
is better to dispatch them quickly 
than to risk injury from their over- 
sized fangs. More dangerous are the 
poisonous giant spiders and vicious 
tiger moles which thrive on the inac- 
tivity of the mines. 

There is said to be a magical or 
mechanical mine cart which the 
dwarves used as transportation to 
and from the different levels. Simply 
speak the name of the level to the 
cart and it will take you there. There 
is also rumor of deeper levels within 
the mines and, if they exist, that is 
where you will find the mad monarch 
of the mines. 

The corridors will probably be clut- 
tered with items left behind by the 
fleeing dwarves. Steer clear of rub- 
ble as this is a good place for spi- 
ders to hide. The same is true of 
crates and tiger moles, although the 
wooden containers may also contain 
useful gear. Any bodies you find 
should be searched carefully for 
clues; the dead may hide many 
secrets. The dwarves frequently kept 
magic potions 
to permanently 
increase a per- 


Blue - Personality 
Green - Endurance 


Orange - Intellect eee 

sons abilities in 
pe - Speed barrels around 
Red - Might 


White - Luck the mine. You 


will be able to — 


distinguish which potion 
affects what ability accord- 
ing to its color using this™ ae 
chart. 
You may also find veins of. 
unmined gold ore. The righttul & 
owners will probably not object 
you helping yourself since you 
aiding them, but be careful 
could set off a minor cav 
There are likely to be secret_ 
passages in the mine, SO | 
one of your characters } 
should have the ‘spot | 
secret doors" skill. If no, 
one has it, you can learn | 
the skill from Olo the” 
observant in the Seal 
around Vertigo (E3, X11, 
Y12). Sag 
Upon clearing the mines, you of 
can begin to seek out adventures inf 
the surrounding countryside. Yout 
ability to travel will be hamperéd if 
you do not possess two people=™ 
each with pathfinding and moun = 
taineering. You also will need thef 
swimming skill. ' 
Before we discuss what quiésté 
you may find from various ‘ic 
tressed individuals outdoors, let mee 
tell you about the other towns first” = 
You can travel to any town through _ 
any of the portals as long as you. 4 
know the town's name. 
Nightshadow is currently exper 
encing difficulty with nocturn 
pests, name- ji" alll. 
ly Vampires: 


Dd 
not- " 
Worry; ee 
these — 
bloodsuckers are 
not the most powerful 
of their kind, although 
would not take them 
too lightly either. The} 
solution to ending the 
"Count's" reign can ye = 
found by reading the’ tomb- 
stones. 

The poor citizens of Asp are 
being turned into snakemen by ae 
magical machine which is 
powered by a stolen piezo-" me we 
electricity crystal. i: 


If you destroy the machine, the 
Aspians will not really be able to 
reward you much. However, Fala- 


gar, the wizard from which the crys- _ 
tal was stolen, will gladly teach you © 
anew spell in return for your aid. : 

_ Completely opposite of the swel- 

tering heat of the desert town Asp, 

the frigid streets of Winterkill are 
haunted by ghostly figures. My 
sources inform me that whatever 
_ force raised the phantoms probably 
hid the means to their banishing. 


Search any secret passages for the 
method to eliminate them. 


Be wary of the hazardous alleys of 
the large city of Rivercity. Muggers, 


insane beggars, sorceresses and > 
Yang knights make them a danger- 


ous place to be. Besides the facili- 
ties found in Vertigo, Rivercity also 
has a temp service for making a little 
extra money. 

A number of skills are also avail- 
able for you to learn in Rivercity. For 
the right price, members of your 
party can pick up the Armsmaster, 
Bodybuilding, Swimming, Moun- 
taineering and Navigator skills. 

Once you begin exploring the out- 
door area in detail, you will find 
many people in need of help. Many 
of the quests will be to recover a 
particular item that has been stolen 
or that is needed to accomplish 
something. First, complete the easi- 
est of these tasks where the item 
you seek can be found outdoors. 
This will give you the much needed 
experience to better prepare you for 
later quests. Some people have suf- 
fered at the hands of one of the 
-many bands of evil creatures roam- 
ing the land. They will ask you to 
wipe out that type of monster or 
destroy its lair. It is a good idea to 
destroy any such lair that you find, 

even if you have not been asked. 


items to Box pail 2 
for temples and dungeons, and keys 
for towers. During the course of your 


adventure, you may get the chance 
to purchase the land on which the 
ruins of Newcastle stand. However, 
without the Megacredits from Yak 
Temple, The Tomb of a Thousand 
Terrors (Terror Tomb) and Golum 
Dungeon, you will not be able to pay 
the master builder to build a castle. 
The stone to Yak Temple can be 
obtained from the mermaid found 
near Nightshadow. The other stones 
will be found when you start building 
the castle. The key to the Witch 
Tower will be given to you by an old 
lady south of the tower. She will 
request that you recover something 
for her when you explore it. 

You can find another key in the 
Cave of Illusion. Be sure to bring lots 
of gems with you when you go there 
- jt will cost 300 to get the key and 
you can buy permanent statistic 
increases if you carry more. If you 
should find a cork near the bottom of 
the caves, leave it alone! You are 
better off with the water filling the 
corridors. 

During your journeys, you may run 
up against situations which cause 
your characters to age unnaturally. 
Since advanced age can effect the 
abilities of your party, it would be 
wise to deal with the problem before 
it becomes too advanced. In four dif- 
ferent points of the board (Spring 
(E3, X3, Y14), Winter (A3, X6, Y1) 
Summer ( B2, X1, Y10) Autumn (C2, 
X15, Y9)) there are druids repre- 
senting the four seasons. Visit them 
and take the seasonal icons (such 
as the last snowflake of winter) to 
them so that they are able to scroll 
through the year. You will become 
rejuvenated. 

At the top of the towers, you will 
find a cloud landscape. Using levi- 
tate, you can move across them. 
You can pick up magic item, gems 
and information by travelling this 
unusual realm. However, keep in 
mind that your spell lasts only until 
you rest or the morning comes, and 
if you are still on the clouds, you will 
take a tumble! Also, do not step off 
the white clouds! -Alex Rees 
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ire special _ 
u need stones - 


HPs AC Att 
200 15 
50 10 
60 8 
175 15 
5 3 
75 22 
100 20 
40 14 
70 18 
100 15 
10 5 
100 14 
15 6 
Bo 4 
90 6 
80 18 
20 6 
40 20 
80 7 
m3 
30 10 
300 24 
80 20 
25 12 
30 6 
30 4 
65 25 
90 17 
= 5 
50 «8 
80 18 
250 19 
20 5 
50 15 
75 25 
75 15 
50 15 
200 18 
130 23 
40 10 
150 15 
100 20 
50 9 
75 17 
100 10 
80 20 
80 12 
120 30 
30 2 
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his companions had visited 
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village wile hunting, 


which gave me, Diermot, 
the chance for a few days 


Ape: aTiVet 


As the story unfolds, you will see 
a graphic representation of what will 
happen to you if you fail in your 
st. As the game begins, you find 


damp. The only bed you have 
n old pile of straw, and the only 
ailable light is from one torch on 
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tured on a rack. It 


self in a prison cell that is cold 


the wall. After sharing your bed with 
rats for a couple of days, you decide 
it is time to get out or die trying! 
Look at the east wall. There, you will 


find a hole that you 
can look through. 
As you look out, 
you see some- a 
one being tor-' 


may not be a bad 
idea to rescue him after you rescue 
yourself. Try pulling on your torch to 
shed a bit of light on the area. In 
doing so, you'll manage to start a 
fire. When the guard comes to check 
on you, you have to be standing 
either below or above the door. 


Don't stand around asking ques- 


tions, just leave. When you are out 
of the room, close the door behind 
you. The room that you have just 
entered has a man hanging on the 


_ wall, and when you try to talk to him, 
_ he can only gasp. There's no telling 
_ how long he has been without water. 


You must talk to him, but in order to 


do so, co must find him something 


REVIEW 


It is impossible to rescue the man 
hanging on the wall. Talk to him 
an find out all you can! 


to drink. Exit this room in search for 
a distilled liquid. When you find this 
room (below) take the knife and bot- 
tle. Try moving the barrel for a clue. 
While you are in this room, take a 
look through the grate in the wall. 
Remember the guard in your cell? It 
looks like he has a bit of a problem, 
and the problem is you! Just hope 
he does not figure a way out of his 
predicament! 


Exit this room to A 

the east. Here, 
lying on a rack, is a 
a young lad by Wi 
the name of Rat- & 
pouch. You've 
already seen him suf- 


fering, and you now have the means ee 


to end his torment (try saving your 
game and working the rack with Rat- 


pouch still on it!). 


By now, you should have a pretty 
good understanding of how to see if 


something will be able to be used. 
The general rule is, if the cursor 
changes as you move over the 


object, you can probably do some- 


thing with that object. Cut the leather 
cord that is holding Ratpouch in 
place. It's now time to return to the 
first victim hanging on the wail. Give 
him the liquid you obtained, and he 
will tell you who to speak to in town. 


He will also tell you how to break out 
of the prison. You must save Rat- 
pouch, as he is the key to your 
eventual release. 

After a long fall through a tunnel, 
you will come to your senses in a 
rapidly flowing stream of sewage. 
Exploring the town seems like a 
much better idea than lying around 
in someone's filth, so dust yourself 
off and get to it. Your main objective 
is to find the person that the prisoner 
told you about. There are two places 
you can find him. The first place to 
look is in 
ry FS 
shop, 
but you 
ma y 
have 
more 
luck just 
scouting 
around 


Does the word "pitfall" mean any- 
thing to you at this point? This is 
your only means of escape, so 
you must use it ! 


the town and accosting people on 
the street. When you find him, listen 
carefully. If he tells you to follow him 
so he can talk, do just that. You may 
have to be a little quick to keep track 


The blacksmith's mother may | 


have some important information 
for you. Then again, maybe she 
doesn't! 


of him, but it can be done. When he 
gets you into his shop, he will tell 
you his little story. At this point, it is 
best to talk to everyone you can. 
Remember, sometimes you may 
have to talk to different people more 
than one time to get the information 
that you need. 

A shopkeeper named Ewan may 
be of some help to you if you take 
the correct item to his place of busi- 

ness. You may run into an 

Sm. ©!d man on one of the 
| many cobblestone 
F streets. At first, he may 

say nothing worthwhile, 
but in time his 
words will become price- 
less. Make sure you 
explore the bars and 
spend a little time talking 

to Nellie. There is an object 
mw that she is interested in, 
» and if you give it to her, 
| she will reward you with 
a flask. When you find 
the man sitting at the table 
in the bar, bribery is indeed the key. 
These are just some of the useful 
people you May we 
encounter in the town. <i 
You will encounter some 
of them several times 
and some you will find it 
necessary to speak with them on 
many occasions. Be careful with 
what you say to them, because they 
may not appreciate your questions 
or statements. 

After you have talked to Luther 

(the blacksmith), it is time to find a 


\* 

Y tl 
a 

ga 


_ job. Walk around town until you 


come across a man in green. Talk to 
him and he will give you an item t 


Taking on a job for a fellow citizen 
will bring you here. If you give the 

shopkeeper the correct item, you 
will receive a reward! 


deliver. Only the shop (pictured 
below, left) will allow you to trade 
merchandise. After this, look for the 
aforementioned Nellie in the bar. 
Morkus is who you wish to contact 
next. When you find him, there are a 
couple of things you must do in 
order for him to tell you what you 
want to hear. After receiving the 
information that you needed from 
Morkus, search through the town to 
find someone who will have a use 
for the flask you got from Nellie. 
Below are some places you can go. 
Remember the old man on the 


cobblestone street? Go to him and 


That which lies beyond this door 
is for people of the cloth. Only 
people with the good book may 
enter this sacred place. 


Find the right person to give you 
a lockpick, and you can gain 
access to the locked doors. 
Beware of the patrolling guards! 


SF 
* ae . 


Remember, there are still some 
people you don't want to meet! 
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ask about what Luther told you. lf 
you ask the right questions the old 
man will give you a lockpick to use 
on locked doors. Remember one 
thing when using the lockpick: there 
are patrols, and if they catch you 
doing something illegal, you will end 
up back in prison where you started. 

When you get inside the building, 
the first thing to remember is to act 
quickly! Entering is just part of the 
battle. lf the guards catch you inside, 


You will be faced'with a strange 
set of tubes, burners and other 
types of equipment you will not 
understand. You must use them! 


they'll throw you in the dungeon. 
The best thing to do when you get 
inside is to close the door right 
away. There is nothing else you can 
do at this point except to look at the 
items. Leave the building, taking 
care to close the door behind you. 


Now, look for a person by the name 


of Eileen. Eileen must be prodded to 
give up her book, but asking the 
right questions will add it to your 
inventory. Make sure you read it! 


You should now have a good idea of 


S If the correct items are used with — 
_ the equipment, you will receive a 


magical potion that transforms 
you into a female! | 


what to do, so go back to the house 
and use the equipment (see picture 
below and to the left). What kind of 
game would this be if it did not 
include a little bit of magic? Take the 
flask and drink it down. If you have 
done everything correct, you will turn 
into a girl. 


What game would be complete 
without some type of magic? In 
this case, the potion has turned 
you into a girl. 


Find a guard that is now willing to 
listen to you. When you find this 
Skorl, you will find Goewin, the girl 
you have been looking for. After her 


release, you must find her and talk 


You have finally found Goewin. 
Her rescue is imminent. Say the 
right things to the Skorl and she 
will be free! 


to her if you are ever going to be 
yourself again. Your objective now 


turns to finding Mallin. He has given 


you a book that will help you in a 
holy place, if the right sign is read. 
Remember how annoying the monks 
have been? Every time you have 
tried to talk to them, they have 
ignored you, right? Well It is time to 
speak up and bug them until they 
give you the information you want. 


a When ae enter the building, you 
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Your next step is to enter the ca\ 
and slay the dragon. This area \ 


You may have to wait in the 
monastery until a monk ora 
group of monks show up. Don't 
worry it, won't be long! 

might have to wait for a couple of 
minutes until the monks show up. 
You must write down everything the 
monk says about the dragon! 

There should now be only one 
shop that you have not been to, so 
go there! Ask Goewin for an infusion 
of herbs and tell her which three you 
require. This is why you needed to 
write down the information. You can 
always guess, but the odds are one 
in three. She will not have one of the 


The herb shop is the only 
you have not been to thus 
the game. You will need 
critical information here! 


herbs, so you must find it on 
own! The missing herb is som 
where out in the open intown. 

Now talk to the townspeople 
you have found out some usefu 
information regarding the gargoyles 


present some difficult and int 
challenges, but your practic: 
has taught you well. Yor 

it this far, so you can 
new skills to t 
end of your qt 


FOR THE AMIGA AND IBM PC 


PAN has now grown up, and is far 


away from Neverland, but his old enemy Captain 
Hook has not forgotten and schemes his revenge. 
Kidnapping Peter's children, he lures our hero 
back to the Island of Pirates and Lost Boys for 

a final confrontation. With the help of 
Tinkerbell the faithful fairy, you take on the 

role of Peter in this magic adventure fraught 

with danger and excitement. 


Screens shown are from the Amiga version of 
the game. Amiga is a registered trademark of 
Commodore Electronics Ltd. 


er re. Bae | 
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a gs Pictures, Inc. All Rights 
a seal as Hook™ and . 
associated character names 
are trademarks of TriStar 
Pictures, Inc. Ocean is a 
registered trademark of 
Ocean Software Limited. Ocean of America, Inc. 1855 O'Toole Ave., Suite D-102. San Jose, CA 95131 


It seems that wherever life 
evolves to.the point of becom- 
ing civilized, there is always 
the looming threat of war. It 
is the nature of advanced 
beings to demonstrate their 
superiority by conquering 
those who are less enlight- 


ened then themselves. The 
land of Cascatia is no differ- 


ent. Bands of bloodthirsty 
warriors take the field under 


the command of the many 
_lords and generals. The weak 


and foolish will fall to the 
swords and arrows of their 
opponents, while the strong 
and cunning will rise to posi- 
tions of power from which 
they cannot be toppled. War 
is hell, but might makes right 
and_if you do not defend your- 
self, the evil hoards of the foe 
will raze your lands to the 
ground. Whether in self 
defense or an unquenchable 
thirst for power, your only 


chance for peace lies in your 
Conquered 


ruling the .... 
Kingdoms. 


The are two keys factors which 
differentiate between glorious victo- 
ry and humiliating and potentially 
fatal defeat. The first is the proper 
mix of troops. ‘Many a bumbling fool 
has carried the day because he was 
fortunate enough to have the right 
mix of soldiers to handle a given sit- 
uation. The second is, of course, 
having a wise leader, because a 
bumbling fool can only get lucky so 
many times. With both, you stand an 
excellent chance of being able to tri- 
umph even against overwhelming 
odds. In Conquered Kingdoms, you 
will not have to put this to the test, 
however. When you start out, you 
will be pretty much on even footing 


with your opponent, whether they be 
computer or human. 

In order for you to make smart 
decisions about troop selection, you 
need to be well informed about what 
is available and the strengths and 
weaknesses of each. 


Hie Champions of Humanity 
eed Archer - These stout 
yeomen of the forests 
have given up their 
peaceful lives in order to serve their 
chosen lord. While not the most 
powerful unit, the archer poses a 


threat to almost any enemy unit 


within two spaces. A group of 
archers armed with their favored 
yew bows can bring down a dragon 
more quickly than any other unit. 
Archers are not able to pierce the 
heavy armor of knights or hit the fast 


flying gargoyles. They are also the 
ye which can fire from boats. 


Boat - Shipwrights from 
we pall over Cascatia have 
m= been busy since the war 
Bloke out. The ships that they build 
have been in high demand, espe- 
cially in the island kingdoms. The 
use for boats is pretty obvious: they 
are for transporting land units across 
bodies of water. Since they move as 
fast as cavalry, they can also be 
used to move slower units up and 
down the coastline. Made from the 
strong wood of the deep forests, the 
boats also are hard to destroy. Only 
dragons, catapults and wizards 
seem to have much luck. However, 
their attacks lack power. 
= & Catapult - Operated by 
highly trained siege tech- 
nicians, the catapults can 
be used as an effective means of 
attack and defense. Due to their 
ability to hurl huge boulders up to 
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for backing up a strong oma Bt 
defenders. While they have difficulty 
striking the swift cavalry, the mas- 
sive stone projectiles they fire have 
no trouble smashing lightly armored 
archers. Catapults can also be used 
with devastating effect against boats 
and castle walls. Should they ever 
get caught in hand-to-hand combat, 


- the become defenseless. 


Cavalry - No unit, 
except spies, move more 
swiftly then the mounted 
warriors of the cavalry units. Their 
superb fighting ability from the backs 
of their highly trained mounts pre- 
vents almost all units from destroy- 
ing them in one round. The excep- 
tions to this rule are lancers, who 
are able to set their long spears 
against the charge of the horses, 
and the trolls, whose stench unset- 
tles the noble warhorses. 

! Knight - Known as the 
Flowers of Chivalry, 
= these sons of nobility 
bring new heights of valor to the bat- 
tlefield. Heavily armored, they wade 
into the thick of battle perfectly will- 
ing to give their lives in the service 
of their lord. No unit can bring down 
a knight in a single attack, and few 
would care to stick around for the 
return blow. 


not very powerful units, © 
but they are cheap to — 


build. While able to withstand 
attacks from some units, few people ssi 
worry too much about running into _ 


them in the midst of heated melee. 
The only ability possessed by the 
lancers which puts them a step 
above swordsmen IS their skill ver- 
Sus cavalry, 


Lancer- Lancers are 


ly, a knight of exception- 
: al ability will be allowed 
to rise in the ranks. These officers 
will increase in ability and power as 
they gain experience throughout the 
campaigns. Ranging from squire to 
cavalier to duke as they go up, they 
gain more life and their ability to heal 
human units increases in range. 
Your king is considered an officer. If 
an officer (other than your king) is 
Slain during a campaign, you will 
lose the use of him. If your king falls 
in combat, he will return on the next 
map at the starting level. Due to 
their value, these pieces should be 
well ee at all times. 
Se, Spy - The spy isa 
wae master of stealth. His 
“ew: value lies in areas other 
than his ability to fight, although in 
that he is at least equal to the 
swordsman. Due to his ability to 
move without detection, the spy is 
able to move six spaces per turn. 
Also, while the spy is able to see in 
a six space radius (instead of the 
usual three), enemy units cannot 
detect his presence until they move 
into the same area that he is occu- 
pying. If sent against an-opposing 
officer, the he can deliver a mighty 
blow as an assassination attempt. 
Swordsman - The 
swordsman is consid- 
ered to be the common 
fpidce of the army. Little more than 
peasants taken from the fields and 
handed swords, they still fulfill a use- 


ful purpose. Since they are very. 


cheap to build, swordsmen can be 
produced in large quantities. Such 
numbers can be used to overrun 
enemy units. They can also be used 
to hold castles and towns and 
secure resources, freeing up more 
valuable units for other duties. 
Because they possess less awkward 
weapons, they cannot be harmed by 
lancers or trolls. — 
Other Creatures of the Realm 
Mankind is undoubtably the largest 
group of intelligent life in Cascatia. 
However, they are by no means the 
only sentient life. A variety of mythi- 
cal creatures walk and crawl under 
the sun, and they also occasionally 


Officers - Occasional- 


devote themselves to the service of 
one of the great human lords. 
Dragon - Of all the 


of battle, none are more 
awesome than the massive scaled 
dragons. Tougher than any other 
creature and armed with a great 
deal of firepower (and | mean fire- 
power!) dragons eagerly wade in 
where lesser beings fear to tread. 
Their flame breath allows them to 
attack two units that are occupying 
the same square from two spaces 
away with devastating effect. Drag- 
ons move four spaces per turn, but 
because they fly, they are unaffect- 
ed by terrain. 


Gargoyle - These fly- 
ing stone-skinned crea- 
tures serve well as shock 
troopers and assault units. Their 
mobility allows them to attack units 
anywhere, even within the keeps of 


.guarded castles. Although they are 


not as hardy as dragons, they are 
tough enough to withstand a number 
of attacks from most units. Further- 
more, their aerial agility gives them 
no reason to fear the feathered 
shafts of archers. 

Ogre - Towering over 
their smaller "cousins" 
(humans) ogres possess 
incredible strength. Using this 
enhanced physical prowess, they 
are able to rip chunks of stone from 
the surface of the ground and hurl 
them at nearby troops. 

Phantom = Spirits of 
the ancient dead some- 
times rise from the grave 
and bind themselves to the fates of 
great men. These restless shades 
can slay trolls and lancers with ease, 
but are not immediately deadly to 
most creatures. However, they are 
very useful to a friendly group who is 
engaged with the enemy. Any 
enemy unit within three squares of a 
phantom will strike with less power 
due to their fear of its haunting pres- 
ence. For some reason, dragons are 
not affected by phantoms. 

Rog - The aquatic rogs 
are the least powerful of 

| the non-human units. 
The major advantage to rogs, 
besides the fact that they are cheap- 


beings who take the field 


er to recruit than other monsters and 
more powerful than humans, is their 
ability to move across water. 

Troll - No one is sure 
what causes. these 
green-skinned cave 
dwellers to brave the despised sun- 
light in order to aid the causes of 
mankind. It is speculated that per- 
haps they do so simply because 
they enjoy the mayhem they can. 
inflict on the enemy. Whether this is 
the case or not, they enthusiastical- 
ly throw themselves into the fray 
time and time again. If a troll sur- 
vives a battle, they will regenerate 
four hit points per round until they 
are healthy again. 


Wizard - While they 
are technically human, 
, years of study in the 


arcane lore of magic has caused 
these men to pass beyond the realm 
of the mundane. Wizards are not 


every useful as standard combat 


units, but they are probably the most 
versatile of the units in Cascatia. 
Using their precious mana to cast 


spells, they can produce a number 


of effects. They also are able to cast 
a small bolt of energy up to three 
spaces away like, a catapult. Along 
with dragons, they are the most 
expensive piece to recruit. 


Proper Usage of Your Units 

In choosing your units for an 
upcoming battle (or even when you 
are building them with your 
resources), you have to first deter- 
mine what you are trying to accom- 
plish. It would be nice if you could 
get a sneak peek at the enemy so 
you would have an idea of how to 
counter his pieces, but this is sel- 
dom available. If your intention is to 
defend a castle or valuable piece 
(such as a king), ranged combat 
units are very useful. You will, how- 
ever, need some unit to hold back 
the foe while your archers and cata- 
pult pelt them with a rain of destruc- 
tion. To help your defender hold out 
longer, put a phantom within range 
of the combat. This can also be 
done with attacking, but your units 
will have to move slowly so the 
phantom can keep up. When you 
are moving an assault team into 
enemy territory, there are many 
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Wizard's Delight 
The Scent of War 


tactics that you can try. Obviously, 
the couple that | am suggesting are 
by no means the only ones that will 
provide an effective attack. Use 
ingenuity and imagination and you 
will develop tactics of your own. 
Death From Above - Try using 
small groups of dragons and gar- 
goyles to strike at enemy units. The 
gargoyles can be used to eliminate 
any archers that may threaten the 
dragons. Meanwhile, a group of 
three or four dragons can cause 
massive devastation to any size 
group with their ranged fire. 

The Troll Two-Step - Trolls are rea- 
sonably powerful fighters and can be 
expected to hold their own against 
most opponents. A large troop of 
them can be especially useful if 
- used correctly. After any round of 


combat, pull back all of your wound- 

: ed trolls and move the healthy ones" 
to the front. This gives the injured 

ones time to regenerate. Once they 


are back to full strength, move them 
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Dragon's Folly 
Dinky Moat 


Islands of War 
Castle Realms 


Opposing Lands 


The River Divide 
Boats Revenge 


back into the thick of battle. This tac- 
tic does not make you invincible, but 
it certainly gives you more endur- 
ance in battle. 

The usefulness of spies should not 
be underestimated. Moving a num- 
ber of spies around the board can let 
you track the movement, numbers 
and unit types of the enemy. You 
can also set them at strategic posi- 
tion to warn you of an impending 
attack. Such foreknowledge can be 
very valuable, indeed. 

Wizards can be dangerous to 
large groups with their fireballs. 
However, even more useful is their 


power to teleport themselves and © 


surrounding units some distance 
away. Using this ability, you can 
reach a castle before the enemy or 
launch a surprise attack on opposing 
forces. 

The nine battle maps on which you 
will fight your battles are shown 
above. The location of the castles is 
ndigmed by white asterisks. Each 


land is different ns may: call for dif- 
ferent strategies, especially ae? 
an intelligent opponent. - 


Castle Realms - There are founeass CWE’ 


tle and a lot of towns to get your vic- | 


M) tory points from. A spy in the area 
wi? around the bridges will give you a lit 


tle advance warning of attack. 


Opposing Lands - You will proba- 


bly start out strong on one side or | 


the other. The person who takes the ~ 
~ castle in the middle is in a better 


posit) to launch attacks at his 
enemy. 

Islands of War - Unless you waht to 
depend solely on rogs, gargoyles 
and dragons, boats are almost a 
necessity on this map. Be very care- 
ful about spreading yourself too thin 
when you start capturing towns. The 
enemy can approach from just about 
anywhere on their own boats. 

The Scent of War - Given a small 
area with five castles to capture and 


few points to spend, you are in dan- _ 


ger of making a bad mistake. Try to _ 
keep your troops from spreading out 
too much. If you try to conquer too 


fast, it may cost you. 
Wizard's Delight - Aptly named, 


rough terrain makes travel via tele- 


port the ideal way to get from place = 


to place. 
The River Divide - Try to start out in — 
the northeast near the castles. The 
nearness of some of the towns 
makes an early encounter with 
enemy forces more se Be pre- 
pared for the possibility. 

Dragon's Folly - THe: east and 
south borders are prime real estate 
for castle hunting; from there you 
can spread toward the center. There 
is a very valuable town on the center 
of the map. : 


Dinky Moat - With relatively clear 
terrain and victory point positions | 
scattered far apart, there is an excel- _ 


lent chance that you will go head-to- — 
head with the enemy — a 
often. : 


Boats Revenge - Secure your side . 
of the river and guard the bridges : 
against enemy invasion until you are oe 


ready to attack. A few trolls and 
pi ee > units: SPGHIP be able to hold 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


lungs OF. 


If you think you’re good at games, then let’s have some 


real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. © With GEnie, the possibilities are endless, the 


<i ae <a 


Es SS = y —S ro 
MULTIPLAYER BATTLETECH™ 
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corporation 


AIR WARRIOR® 


Cam we) 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 


just how good you are. © Signup now: |. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XT X99330,GAMES 
then press RETURN 4. Have a major credit card or your 
checking account number ready. © For more information 
in the U.S. or Canada, call 1-800-638-9636. 


(sEnie 


multi-player games 


100% ORGANIC OPPONENTS 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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For the beginning player, Spoils of 
War can be a daunting game to 
master. While the control is not diffi- 
cult, the strategies involved are 
extremely complex. To start, it is 
recommended that you play against 
one opponent until you are comfort- 
able with the game. 


Setting Sad 


In the first strategy phase, you 
should hire a number of explorers. 
You will need a governor and sever- 
al admirals and generals. One tactic 
that works well to start with is to hire 


three admirals and three generals. 
One of the generals should be kept 
in the home city in case of attack. 
The others will travel with the admi- 
rals to find new territories to con- 
quer. While in this phase, hire 
colonists for the generals. This way, 
once they find a suitable place to 
begin a settlement, you will have 
colonists ready to, well, colonize. 
Since you start with a good amount 
of money, invest some gold into 
_ research in each of the four avail- 
able areas. Getting these numbers 
up quickly will benefit your empire in 
the future. 

When hiring your explorers, espe- 
cially at the start of the game, make 
sure to hire the best possible. This 
will involve an additional cost, but it 
will make them more effective in 
combat, should it arise. If you are 
uncomfortable with spending 100 
gold to hire an explorer, simply 
increase the amount for each one 
you hire by 10-20% above the base 
cost. 

Also in the first phase of the game, 
you should acquire some colonists 
for those explorers you plan to send 
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out. Each explorer is limited in the 
number of units he can control, so 
do not overload on colonists. Six or 
seven will make a decent sized 
colony and will enable you to earn a 
good tax return from them. Remem- 
ber that colonists are your only way 
to earn money in Spoils of War. 

In each turn, the governor phase 
will be first, followed by the admiral 
phase, the general phase and the 
commander phase. In your first gov- 
ernor phase, transport some gold to 
the governor. Next, hire military units 
to aid in colonization. Be sure that 
you hire at least one engineering 
unit for use in building harbors, set- 
tlements and mines. It is also a good 
idea to buy at least one more depot 
for additional supply. Use a good 
amount of the governor's money to 
buy additional supply. Starting a 
colony and military actions take 
incredible amounts of supply, so be 
sure to stock up. 

Your admirals will need to do 
much the same as the governors did 
on their first turn. However, the ship 
is the important military unit for 
admirals. You can bet that any com- 
puter opponent will buy many addi- 
tional ships for his admirals. Figure 
that each computer controlled admi- 
ral will have a fleet of around eight 
ships before he sets sail and plan 
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accordingly. Admirals will need more 
money than other explorers, so be 
sure to load additional gold for them. 
After recruiting ships and men, have 
one of the admirals load a governor 
with colonist units on board and set 
sail for the uncharted territories. The 
other admirals should stay put until 
the next turn. 


You or your opponents can win 
by doubling the amount of victory 
points for all other players. 
Uncovering territory with your 
admirals is a good way to ensure 
a steady flow of points. 


Your generals should go through 
the same basic steps as the gover- 


~ nors and admirals; transport gold to 


their inventory, buy troops and load 
up on supply. One of your generals 
should not have colonists--he should 
remain in the capital city. Make sure 
that this general has a lot of ready 
cash and a good stock of supply. If 
you find the location of an enemy 


settlement, you can load this general 
onto a ship and use him to pillage 
enemy colonies, settlements and 
mines. 

On your next turn, load your gen- 
erals who have colonist units onto 
ships during the admiral phase and 
head for different areas of the map. 
Each square that you uncover will 
earn you one victory point, so send- 
ing the admirals to different parts of 
the world will ensure that you uncov- 
er the most area possible, thereby 
earning more points. It also increas- 
es your chances for discovering land 
and enemy territory. 


Starting Colouces 


Starting colonies is the most 
important aspect of Spoils of War. 
Not only do colonies give you victory 
points, but they also are your only 
source of income for the game. Get- 
ting colonies underway will allow you 
to keep a steady flow of gold, which 
will enable expansion, additional 
colonies and more explorers. 


Position: 26/47 
PeMPItes oun | iG 


Start your first colony right away. 
Later colonies can look for more 
ideal real estate. 


When starting a colony, you must 
take the terrain into account. Only 
certain terrain types will allow 
colonies. Forests, plains, hills and 
mountains can all be used. The best 
place for your first colony is either 
right on the coast or one square in. 
This will allow decent room for 
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expansion and will enable you to 
eventually create a harbor for ships. 
Areas around mountains will enable 
mining operations, thus increasing 
the amount of gold coming from that 
particular colony. Primarily, howev- 
er, you want to get a colony started 
on the first piece of accessible terri- 
tory you find. Other colonies can 
wait for choice locations. You need 
to start colonization immediately, 
and if that means that your first 
colony will begin in a less than ideal 
spot, so be it! 

It is a good idea not to settle all of 
your colonists in one spot. While this 
does increase the likelihood of 
colonist survival, it limits the amount 
of revenue you can retrieve from the 
colonists. A good plan is to settle a 
portion of the colonists from the par- 
ticular explorer, Keeping a few back. 
Send other explorers to the same 
general area and settle near your 
first colony, using additional money 
to expand the colony, create settle- 
ments, and most importantly, build a 
harbor. This will facilitate movement 
from this colony to the capital and 
will allow you to take the revenues 
from the colony and put them into 
the capital. In addition to giving you 
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additional money for any explorer, 
bringing money back to the capital 
gives you victory points at the rate of 
1 point for every 10 gold unloaded. 
Bringing in a big haul from taxes can 
clinch victory or stave off defeat in 
Critical situations. 

Once you have established a 
decent colony, start exploring other 
areas of the map for good locations 
for additional colonies. One good 
tactic is to use the admirals to 
explore after they have unloaded 
their explorers. Since they are not 
being used at the moment to trans- 
port, they can look for good loca- 
tions (and acquire victory points) 
while the colony is being set up. 
Once they have found a good place, 
send them back to the capital and 
create a new general or governor for 
the admiral to transport. Another 
good tactic for admirals is to use 
them to look for enemy locations. 
Use your economic map to find the 
general area of enemy colonies, 
then send your admirals to scout the 
area. If you have a strong general 
waiting in your capital city, bring the 
admiral back to the capital, load the 
general, and set forth to pillage the 
enemy towns. 
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Obviously, two things are impor- 
tant in any battle: good troops and 
adequate supply. Spoils of War 
offers several different troop types, 
and each has it's own advantages 
and disadvantages. 

_ Both heavy and light infantry units 
are worthwhile investments. Heavy 
infantry is a bit more durable than 
light, but both types of infantry unit 
will withstand the crush of battle 
well. Light infantry has the advan- 
tage of being able to board enemy 
ships during sea battles. 

Cavalry units are a bit more 
expensive, but in battle, they can 
advance two squares after the 
destruction of an enemy unit. 

Artillery units are extremely expen- 
sive and move very slowly. Howev- 
er, their ability to fire deep into 
enemy units with a lot of power is 
useful in battle situations. 

Engineers are also expensive, but, 
next to colonists, they are the most 
important unit in the game. Without 
engineering units, harbors, colonies, 
settlements and bridges cannot be 
built. Every explorer must have at 
least one engineer unit for any hope 
of doing any good for the player. 

The importance of having a good 
sized fleet of ships has already been 
mentioned. Maintain the size of each 
admiral's fleet to help gain eventual 
control of the oceans. 

Each depot can hold up to 3000 
supply units. Without supply, an 
army or fleet will starve to death. 
Each explorer begins with one depot 
unit, but should purchase at least 
one and probably two more. Enter 
battle with all depot units filled and 
you will have a better chance of out- 
lasting the enemy forces. 

Transports are useful because 
they allow an explorer to move gold 
back and forth. At first, you will not 


need more than the one transport 
that each explorer starts with, since 
each one can hold up to 3000 gold. 
However, for major hauls of gold, 
transports are invaluable. 

Marines are expensive troops that 
can only be hired by admirals. 
These units are useful in boarding 
enemy ships during naval battles. 


All explorers should recruit 
troops at the first available oppor- 
tunity. Do not underestimate the 
importance of depot units! 


Land battles are offered in two dif- 
ferent ways. Tactical battles enable 
you to place your troops and send 
them into the fray. For military 
strategists, this is the way to go, 
since battles against superior forces 
can be won with good tactics and 
planning. For those without exper- 
tise in this genre of game, the strate- 
gic battle is carried out by the com- 
puter with only the results of each 
engagement posted. If you feel con- 
fident in the superiority of your 
forces or don't care to wage the bat- 
tle yourself, this is the best option. 

When placing units for a tactical 
battle, make sure that each unit is 
within a few squares of a depot unit. 
This will ensure that the unit gets 
supplied for each round of the com- 
bat. Advance your military units to 
the forefront and attack at the ene- 
my's weakest point. Every time you 
attack, you will be given a choice of 
four different attack styles. Frontal 
attacks, outflanking attacks, mobile 
attacks and stratagems all have their 
own strengths and weaknesses 
against different defenses. You must 
pick what you think the defender's 
defensive posture will be and pick 
the attack that is the most effective 
against that posture. Of course, the 
computer will be trying to do the 
Same against your attacks, so 
choose with care. Send a couple of 
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units deep into enemy territory and 
attack his depots. If you can out- 
guess your opponent, you will be 
able to capture one of his depots 
and turn his own supply against him. 
This tactic is especially useful in a 
situation where you find yourself 
drastically undersupplied. 

In general, you do not want to 
attack with a general who is holding 
a number of colonist units. These 
units tend to get in the way of a gen- 
eral's forces and they also limit the 
number of actual military units that 
the general can command. Instead, 
keep a general around specifically 
for the purpose of attacking enemy 
settlements and colonies. Give him 
a good mixture of unit types, and 
while waiting for a battle opportunity, 
take the time during the general 
phase to train both the general and 
the troops. While this will cost gold 
and supply, it is well worth the 
expense once the battle starts. 
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Supply and training mean the dif- 
ference between victory and 
defeat in battle. 


Naval battles should be practiced 
with care. Send in a couple of ships 
that hold light infantry or marines 
and bring them alongside enemy 
ships. When it is their turn to move, 
drop the sails to 0% and have them 
board the enemy ship. You will cer- 
tainly lose some troops, but a suc- 
cessful venture can capture a ship 
and add it to your own armada. Con- 
centrate fire on one or two ships 
when possible. It is much better to 
have three relatively healthy ships 
attacking you than five damaged 
ships, because even when dam- 
aged, an enemy ship can cause 
havoc to your own troops and fleet. 
Again, as with land battles, make 
sure your fleet has a good amount of 
supply, or the battle will be lost 
before it begins. -Steve Honeywell 
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IBM WARGAMES 
Action Stations $29 
Action Stations Scen1 $14 
Amer Civil War 1 - 3 Ea $22 


Battles of Napoleon $24 
Blitzkrieg Ardennes $24 
Bravo Romeo Delta $34 
Campaign $29 
Carriers at War $39 
Carrier Strike $42 


Carrier Strike Exp Pack $19 


Charge Light Brigade $34 
Civil War SSI $42 
Conflict: Korea $36 
Conflict: Middle East $36 
Decision at Gettysburg $29 
Dreadnoughts $42 


Dreadnoughnts: lronclads $29 


Dreadnoughts: Bismark $29 
Fire Brigade $34 
Fleet Commander $39 
GEN QTRS GAMES $26 


Gettysburg:Turning Pnt $36 


Great Naval Battles <$45 
Great Naval Battles Exp $19 
Harpoon $25 
Harpoon Designr Series $32 
Harpoon Set 2 or 3 $19 
Harpoon Set 4 $24 
Harpoon Challenger Pak$42 — 
Harpoon Chall Pack SE $49 
High Command $44 
Kampfgruppe $37 
Line in the Sand $27 
MacArthur's War $29 
Panzer Battles $22 | 
Patriot $44 
Patton Strikes Back $27 
Rommel North Africa $24 
Rorke’s Drift $34 
Second Front $36 


SIM CAN GAMES $36 
Spoils of War $34 
Storm Across Europe $12 
Third Reich $27 
Typhoon of Steel $12 
UMS 2 $19 
UMS 2 Planet Editor $28 
V for Victory $44 
Velikiye Luki $37 
Victory at Sea $37 
Western Front $36 
White Death 
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IBM STRATEGY 


A Train $42 
Air Bucks $34 
Air Force Commander $34 
Armada 2525 $29 
Battle Isle $32 
Battle Isle Scen Editor $22 
Battles of Destiny $38 


Buzz Aldrin Race Space $42 
Castles 1 or 2 $36 
Castles 1 Northrn Camp $19 


Lemmings 1 or 2 


IBM STRATEGY 


Civilization $39 
Civilization Master Ed $45 
ConqueredKingdoms $38 
Conquest of Japan $34 
Control of the Seas $32 
Crisis inthe Kremlin $42 
Dark Seed $39 
Dark Star $36 
Discvry Steps Columbus$34 
Dragon Lord **$19 


'STAR LEGIONS' 
is another in the 
Star Fleet series of 
space strategy 
simulations. You 
are in command of 
more than 100 le- 
gions of battle hard- 
ened Krellan war- 


riors using Battle- 
Cruisers, destroy- 
ers and troop trans- 


ports. Features 
real time combat, 
state of the art 
graphics animation 


andsound. $38 
Dune $29 
Dune 2 $42 
El Fish $41 
Empire Deluxe $39 
Fighting for Rome $34 
FireTeam 2200 $24 
Fort Apache $34 
Gemfire $37 
Global Conquest $39 
Global Effect $32 
Inindo $37 
Koshan Conspiracy $32 


L’Empereur $37 
Liberty or Death $37 
Lost Admiral $24 
Lost Admiral Enhanced $44 
Mega Lo Mania $31 
Mercenaries $38 
Merchant Colony $34 
Microcosm $32 
Monarch $38 
New World Order $38 
Nobunaga 1 or 2 $37 

'SPACEWARD 


HO!’ takes you to 
the stars as you 
explore and con- 
quer the galaxy. 
Youallocate funds 
& resources to 
H build armadas, in- 
habit & terraform 
j planets, research 


| justable galaxy 
size, number of 
players up to 19, 
network and mo- 
}demplay. $38 


OperationCombat *“*$12 
Pacific Theater of Oper $42 
Paladin 2 $34 
Perfect General $38 
Perfect Gen Disk 1 or 2 $23 


Perfect General 2 $44 
Populous 2 $38 
Power Monger $34 
Power MongerWW1 $21 
QQP Bundle $59 
Railroad Tycoon $34 


$32 
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Rampart $27 
Realms $29 
Red Zone $32 


Renegade Legion Intrcpt$12 
Romance 3 Kngdm 1 or 2$42 
Rules of Engagement 2 $38 
Second Conflict WIN $34 
Seven Cities of Gold 2 $38 
Siege $38 
Siege Expansion Disk $19 
Sim Ant $37 
SimCity $29 
SimEarth, Life or Farm $41 


Sim Earth 2000 $42 
Star Control 2 $37 
tarfleet 1 $17 


«$38 
$39 
«$32 


Star Legions 
Task Force 1942 


Theatre of War 


Traders $19 
Unnatural Selection $32 
Utopia $31 
Viking Fields of Congst $37 
Warlords $24 
Warlords 2 $42 
Worlds at War $24 


IBM ADVENTURE 
Advnts Willie Beamish 2$39 
Amazon $39 
Castle Wolfenstein3D $37 


Coaster $32 
Codename lceman2 $39 
Colonel Bequest 2 $39 


Conquests of Longbow $39 


Cruise for a Corpse $34 
Cybercon 3 $29 
Dark Half $34 
Deja Vu 2LostinLV "$12 
Demon's Gate $36 
Don't Go Alone "$12 


‘GAME MAKER’ 

mm allows you to cre- 
ate 256 color VGA 

we adventure and ar- 
“|cade games with- 

© {out programming. 
@Features sound 
|Support, multiple 
gievels per game, 
importimages from 
GIF files, charac- 
ter & monster ani- 
mation, scrolling in 

all directions, add 

yor subtract hit 

geagme DOINtS, lives, score 
el andmoney. $68 


E|f $24 


Free DC $24 
Gateway $36 
Heaven & Earth $32 
Hook $32 
HUMANS $24 


Indy Jones Fate Atlantis $38 


Jack the Ripper $38 
King's Quest5 VGA = $39 
King's Quest6 VGA = $45 
LeatherGoddesses2 $42 
Legend of Kyrandia $35 


Leisure Suit Larry 5 $34 
Leisure Suit Lrry Bundle $39 
Lost Files Shrick Hims<$44 
Lost Treasures Infocom2$32 
Out of this World $36 
Plan 9 from Outer Space$31 
Police Quest 2 or 3 $34 
Rex Nebular Cos Gen B $39 


Riftwar Legacy $39 
Risky Woods $24 
Secrt Monky Isind 2 $38 
Sex Olympics $24 


Sex Vixens from Space $12 
Sierra Adventure Bundle$39 


Space Quest 3 $34 
Space Quest 4 or 5 $39 
Space Quest Bundle $39 
Spaceward Ho! $38 
Spelicasting 201 $36 


Spelicasting 301 $34 
Startrek 25th Aniversry $36 
Star Trek Next Generatn$46 


Summoning <$38 
Time Quest $12 
Walker $32 


Warriors of Legend $19 
Where Amrcas Pst CSD $37 
Where Europ, USA, time$30 
Where World CSD Dix $49 


IBM HARDWARE 
Ad Lib Sound Card 
Ad Lib Gold 1000 


$49 
$179 


Ad Lib Speakers $15 
Adv Gravis UltraSound $129 
Flight Stick $37 


Flight Stick w Falcon $42 
Pro Audio Spectrum 16$199 
Pro Audio Spctrm Plus $139 
Sound Blaster $99 
Sound Blaster Pro $189 


Sound Bistr Pro Basic $159 
Snd Blaster Speakers $15 
Sound Star Sound Brd **$29 
Thrustmaster Joystick $69 
Thrustmstr Pro Joystick$109 
Thrustmstr Weapn Cntr $79 
Thrustmstr Ruddr Cntri $109 
Thunder Board SndBrd $84 


Thunder Board WIN $109 
Thunder Board Spkrs $15 
Video Blaster $349 


IBM SPORTS 
All American College Fb $36 
APBA Baseball $28 
APBA 1908 - 91 Ea $21 
APBA Basketball $34 


APBA Bowling $14 
APBA Football $34 
Espana Games $24 
Fast Break “$12 
Front Page Football $39 
Greens $34 
Gretsky Hockey 2 $34 
Hardball 3 $34 


Hardball 3 Players Disk $19 
Hardball 3 Stadium Disk $19 
J Conners Pro Tennis $32 
LH 3 in 1 Football $36 
LH Boxing $36 
LH Full Count Baseball $36 
LH Hockey $36 


LH Pro Basketball $36 
LH Utility Disks $16 
Links Golf $29 
Links Course 1-6Ea $17 
Links 386 Pro Golf $42 


Links 386 Pro Courses $20 
Madden Football2 <$32 
Magic Johnsn Fst Brk **$12 


ML Basbll 4 USA Today $31 
ML Franchise Disks Ea $20 
Microleague Basketball $28 
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SUNDER + Nae 
, » WIADOMS 31 
ML Football Deluxe 
ML Football 2 
Michael Jordan Fit Sim 
Microsoft Golf WIN 


$39 
$39 
$44 
$39 


Mike Ditka Football $32 
NFL Challenge $60 
NFL 1984-1987 Ea $15 
NFL 1988-1991 Ea $22 
NFL Football $31 


NFL Proleague Football $19 
Nicklaus Signature Edit $39 
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IBM SPORTS 
PGA Tour Golf $32 
PGA Tour Golf Ltd Edt $45 
Pro Football Analyst $24 
Road to the Final Four $37 
Tom Landry Football $29 
Tony LaRussa Baseball $19 
T LaR Fantasy Manager $15 
T LaRussa Stadiums $15 
T LaR Teams1901-68 $15 
World Circuit $34 


‘AMAZON' recap- 
tures the fun of the 
1950'sdrive-in mov- 
ies. Travel to un- 
explored regions of 
the Amazon, fight 
10 foot ants, and 
find emeralds sto- 
len byCortez. Amaz- 
ing cinematic ef- 
fects such as mul- 
tiple camera 
angles, flashbacks, 
zooms, pans, & 
fades. Features full 
digitized voices & 
soundeffects. $39 


IBM AD & D 


AD&D Collectors Ed2 $45 
AD&D Starter Kit $45 
Champions of Krynn $19 
Dark QueenofKrynn $32 
Dark Sun $37 
Death Knights of Krynn $20 
Dragons of Flame $12 
Eye ofthe Beholder $19 
Eye ofthe Beholder2 $38 
Gateway Savge Frontr $32 
Pool of Darkness $38 
Secret of Silver Blades $15 
Shadow Sorcerer 


Treasurs Savage Frontr $32 
War of the Lance 

IBM ROLE PLAYING 
Bard's Tale 3 
Bard's Tale Constrct Set$19 
Battletech 2 $31 
Black Crypt 


Celtic Legends $32 
Challenge of 5 Realms $44 
Champions $37 
CHARACTR EDITORS $16 


Cobra Mission $44 
Cyber Empire $32 
Cyber Space $32 
Darklands $39 
Dungeon Master $34 
Dusk of the Gods $24 
Elvira 1 or 2 $29 
Flames of Freedom $28 
Hero's Quest 2 $21 
Hero's Quest 3 $39 
Joan of Arc $12 
Lord of the Rings 1 $32 
Lord of the Rings 2 $37 
Loremaster $39 
Lure of the Temptress $37 


M $45 


‘PRO AUDIO 
SPECTRUM 
PLUS' features hi- 
fidelity recording & 
playback in 44kHz 
stereo, advanced 
20 voice stereo syn- 
thesizer, high per- 
formance 16 bit in- 
terface, 4 watt per 
channel amp, built 
in SCSI interface, 
MIDI sequencer, 
waveform editor, 
four track music 
Studio, & windows 
3.1 drivers. $139 


Magic Candle 1 $12 
Magic Candle 3 $38 
Megatraveller Zodani **$24 


Megatraveller 3 $39 
Might & Magic 3 $38 
Might & Magic4or5 $46 
Pirates Gold $34 
Planet's Edge $38 
Rings of Medusa "$24 
Sea Rogue $39 
Sentinel Worlds "$12 


$9 Ff 


532 i 


$32 F 
Buck 2: Matrix Cubed $32 fe 


IBM ROLE PLAYING 


Shadowlands $30 
Space Hulk $38 
Space Inc $34 
Spellbound $39 


Spellcraft Aspects Valor $38 
SpellJammr Pirats RS<$38 
Starflight 1 or 2 $17 
Sword of the Samurai $ 9 
Tales Magic: Prophcy S $38 


Third Courier *$12 
Twilight 2000 $34 
Twilight 2001 $39 
Ultima Trilogy $35 
Ultima Trilogy 2 $45 
Ultima 6 False Prophet $39 
Ultima 7 Black Gate $46 
Ultima 7 Forge of Virtue $19 
Ultima 7.5 Serpent Isle $46 
Ultima Stygian Abyss $48 
Uncharted Waters $42 
Wax Works $34 
Wizardry 5 $32 


Wizardry 6 Cosmic Frg $37 
Wizardry 7 Crusaders $39 
IBM TRADITIONAL 
3in1PlayersPack **$24 


Acquire $15 
Artura "$24 
BackgammonWIN **$24 
Battle Chess WIN $29 
Battle Chess 4000 $36 
Blackjack DOS/WIN = $16 
Bridgemaster $29 
Centerfold Squares $21 


Chessmaster 3000 WIN $38 
Chess Net "$24 
Dealers Choice Poker $29 
Edward O'Thorpe BU **$24 
Femmes Fatale $26 
F Fatale Data Disks $18 


$15 ep 


Game Maker $68 
GO Master 5 Dix $109 
GO Master 5 DOS/WIN $39 
Grand Slam Bridge 2 <-$32 
Hong KongMah Jong $32 
Hoyle Book Games 1or2 $21 
Hoyle Book Games 3or4 $29 
Omar Sharif on Bridge $37 


Penthouse Jigsaw $24 
Pinball WIN $29 
Planet of Lust $19 
Risk WIN $29 
Scrabble Deluxe $24 
Shanghaii 2 $24 
Solitaire WIN $32 
Solitaire's Journey $38 
Strip Poker 3 $31 
Strip Poker Data 1-5 Ea $19 
Trump Castle 3 $34 
Video Poker A'la Carte**$24 
Video Poker Masque **$19 
Wayne's World $26 


Wheel of Fortune Gold $15 
World Champ Backgmn $24 
World Champ Cribbage $24 
IBM SIMULATION 
A10 Avenger $46 
Aces of the Pacific $42 
Aces Pacific Mssn 1or2 $27 
Aces over Europe $46 
Aces Europe Mssn 1or2 $27 


AH 64 Helicopter $46 
Allied Forces Bundle $29 
ATAC $29 
ATP $37 
B17 Flying Fortress $39 
Battlefield 2000 $37 
Birds of Prey «$32 


Campaign Strategic Fl $$37 
Car & Driver $38 
Design yr own Railroad $29 
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IBM SIMULATION 


Eye of the Storm $29 
F117A Nighthawk $42 
F15 Strike Eagle 3 $44 
F19 Stealth Fighter $24 
F22 ATF $39 
Falcon 3.0 $45 
Falcon 3.0 Scenario1 $24 
Fly Grand Canyon 3D $45 
Gunship 2000 $39 
Gunship 2000 Scen Dsk $24 


Heros of the 357th $32 
Jet Fighter 2.0 $39 
Jetfighter 2 Mission Disk$19 


Jump Jet $39 
Land, Sea & Airtor2 $39 
M1 Tank Platoon "$24 
Mantis Exprmntl Fghtr $39 
Mantis Speech Pack $19 
Maximum Overkill $44 
Megafortress $12 
Megafrtrss Mssn 1 or2 $26 


Megafortrss Mega Pk <-$38 


> 'SPEAR OF DES- 


TINY' is a Castle 
Wolfenstein 3D 
graphic adventure. 
Encounter well 
trained enemy sol- 

mm diers, secret door- 

m Ways, gruesome 

Wm Mutants and pow- 

am erful bosses in first 
person perspective. 

tm Features 20 com- 
EA gee plete floors, 4 lev- 
me | cls of difficulty, digi- 
tized stereo sound 
effects, & multiple 


3 id saved games. $37 


Red Baron VGA $39 
Red Baron Mission Blidr $24 
Red Storm Rising $14 
Road & Track GP Unlim $37 
Secret Weapons Lftwff $44 
S Weapons Exp1-4 $21 
Shadow President $34 
Shuttle $29 
Silent Service 2 $34 
Strike Commander $45 
Team Yankee $34 
Team Yankee 2 $29 


Test Drive 3 $29 
Ultrabots $37 
Virtual Reality Studio $49 
Wing Commander 1 $39 
WC1 Mission 1 or 2 $19 
WC1 Bundle $45 
WingCommander2 $45 
WC2 Operations 1 or 2 $27 
WC2 Speach Pack $15 
Wolfpack $15 
X Wing $42 
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HINT BOOKS 
A Train $16 
AD&D HINTBOOKS = $10 
Civilization $16 
Dungeon Master $10 


Dynx Great War Planes $16 
Global Conquest w/Disk $21 
Gunship 2000 $16 
Harpoon Battlebook $16 
Indy Jones Fate Atlantis $10 
LucasArts Adventure $16 


‘PIRATES GOLD' 
lets you become a 
swashbuckling pi- 
rate in the 17th 
century Caribbean. 
Expands on the 
original with more 
opportunities to 
gain. treasure, 


power, and pres- 


tige. Features 
swordfighting & 
combat capabili- 
ties, realistic digi- 
tized speech, &Sup- 
port for all major 
sound boards. $34 


Might & Magic 3or4 $16 
Official Sierra Hint Bks $12 
Power Monger $16 
Quest for Clues 2, 30r4 $21 
Secret Mnky Isind tor 2 $10 
SIERRA HINTBOOKS $10 
Simcity/SimEarth $20 
Star Trek 25th Anniver $10 
Strategy Plus3-11Ea $ 8 
Strategy Plus 12-23 $5 
Ultima Hint Books $10 
Ultima Avatar Adventrs $14 


Wizardry 6 Cosmic Frg $12 
Wizardry 7 Crusaders $12 
Yeager's Air Combat $16 
IBM ARCADE 
Blockbuster “$12 
Punisher **$24 


CHIPS & BITS 


PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 
GEnie Keyword CHIPS 


**Spend $100 on any in 
stock software and get 1 
starred game free 


<— Buy 2 marked games 
and get a coupon for 
1 free EA game 


We accept Visa, MC &Money 
Orders. COD add $5. Checks 
Held 4 Weeks. Most items 
shipped same day. All shipping 
rates are per order not peritem. 
UPS $4: 2 Day Air $6: Mail $5: 


Airmail Canada $6: HI, AK, PR, 


BaCARRIERS AT 
Z| WAR' brings to life 
@asix crucial carrier 
battles of WWII: 
Pearl Harbor, Coral 
Sea, Midway, East- 

ern Shores, Santa 
Cruz, and Great 
Marianas Turkey 
Seek out 


Shoot. 
Jand destroy enemy 
carriers, fleets, and 
mm airforces. Features 
hundreds of indi- 


vidually modeled 
Re ships & aircraft from 
@mthatperiod. $39 


2 Day Air $12: Airmail Europe 
$12 first item plus $6 per addi- 
tional item. 


All Sales Final. Check 
compatibility before you buy. 
Shipping times not 
guaranteed. Defectives 
replaced with same product. 
Price & availability subject 
to change. 
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low there i isa magazine ela exclusively iors owners of the 
ottest, most powerful Nintendo video game system ever made, 
: » Super NES! Here is a magazine with all of the latest 
formation, unbiased multi-person game reviews and 


( lar cna and cio ‘so ‘incredible that ange the oid 


and on eve 
Bit meme 


S as S Guide will you find the first 
| _ coverage on the newest games 
like Street Fighter 2, Contra 3: 
The Alien Wars and T.M.N.T. 4. 
a Don't mi sa on oy of the 


| haw: to coffer: poe Buyers Guide i is the ic 
One magazine you can trust to get the [za €\. = 
— — out of your mupet NES Ryan: 


ee es es = a ie = ino os oe ae) OA ee : < 
} J ; d. qi iy Db a | i) | 
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Detailed reviews a the hatead a games by thiod tell-it-like-it-is reviewed! 
> Exclusive previews of new games from both America and Japan! 
Ss, tricks and strategies, complete: with mas: wel will let you score 
her immediately! 


GIVE ME THE SUPER NES BUYER'S GUIDE! 


Please start my subscription to the Super NES Buyer's Guide, so | > 
can be up to date on the latest games and 16-Bit tips! = 
NAME 
ADDRESS 
CITY STATE Z\P 


PAYMENT ENCLOSED BILL ME 
CREDIT CARD ORDERS: VISA MC 
CARD NO. EXP. DATE 
SIGNATURE 
Please include $19.95 for your subscription and mail to: 


Super NES Buyer's Guide, P.O. Box 7548, Red Oak, IA 51591-0548 


For faster service call toll-free: 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add 

$20.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Ex 

press money order, Citibank money order, or any other type of check or money order that would go through a U.S. branch 

bank,) Please allow 6-8 weeks for your first issue. The Super NES Buyer's Guide is a Sendai Publishing Group publication and is not 
affiliated with nor endorsed by Nintendo of America, Inc. 


CGR LOOKS AT THE LATEST GENERATION OF CD-ROM ENTERTAINMENT 


BATTLE CHESS 
CD-ROM ENHANCED 


by Interplay 


The True Believers of the 64- 
square universe have never been 
comfortable with Battle Chess in its 
previous incarnations, so they’re not 
likely to rush out and buy this latest 
transmutation of the program that 
shocked and delighted computer 
gamers several years ago. That 
leaves the rest of us — conserva- 
tively estimated at 98% of the popu- 
lation — to revel in a program that 
combines solid chess algorithms 
with whimsical animation and zany 
sound effects. While this version of 
the game is not significantly differ- 
ent from previous versions, several 
new enhancements have been 
added. 

Battle Chess offers both head-to- 
head play, including modem capa- 
bility, and solitaire gaming at 10 dif- 
ficulty settings. Those rated Expert 
or above by the U.S. Chess Federa- 


tion may have to search elsewhere 
for a good, competitive match, but 
most chess players will find the 
computerized opponent entirely sat- 
isfactory. 

The essential elements of Battle 
Chess are familiar enough to most 
gamers that repetition here is 
unnecessary, but those charming 
capture animations have never 
looked or sounded better. Interplay 
has packed in over 31 megabytes of 
animation and graphic information 
for the various movements and bat- 
tles of the animated pieces. The 
visuals are displayed in 640x480 
resolution in 256 colors, and the 
audio is, of course, CD quality 
throughout the game. 

The major augmentation is a 25- 
minute, fully animated tutorial that 
makes Battle Chess the only multi- 
media choice for the novice chess 
player. The pieces step forward one 
at a time and, in marvelously acted 
speech, describe their capabilities 
to the user. Frankly, this is a show 
worth seeing even for those who 
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can play chess blindfolded. Novices 
can also get a better feel for the 
game by watching as the computer 
plays a game against itself. 

lf Battle Chess doesn’t seem 
dramatically different in multimedia, 
it's probably because this has 
always been a program slightly 
ahead of its time in both concept 
and execution. Now that CD gaming 
has become a reality, Battle Chess 
has come into its own as an out- 
standing interactive entertainment 
product. 


— Arnie Katz 


ae 


Battle Chess Enhanced offers a 
host of menu choices. 
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THE ANIMALS! 


by Software Toolworks 


The Software Toolworks’ CD-ROM 
program The Animals! is the 
strongest program of its type ever 
published, surpassing even the 
excellent National Geographic 
Mammals. 

After installing a portion of the pro- 
gram onto the hard drive, users boot 
into the main menu, a textured, 
detailed map of the program’s many 
activity and learning areas. The map 
comprises almost twenty sectors, 
from the Tropical Rain Forest to 
Temperate Forest, and includes spe- 
cials areas such as a Kids Corner, a 
Library and a look Inside the Zoo. 
There’s also a Storybook Theater, 
The Center for Reproduction of 
Endangered Species and special 
interest tours. It would, in fact, be 
impossible to list and describe all the 
categories and sub-categories con- 
tained on this CD in the available 
review space, but suffice it to say 
that virtually any type of animal a 
kid’s imagination could be inspired 
by is here in all its natural glory. 

After selecting an area to visit, the 
screen reconfigures itself with a line 
of command icons across the top of 
the screen (including a key word 
finder), a text window on the left side 
of the screen containing information 
on the desired subject, and two over- 
lapping visual display windows on 
the right, one larger than the other. A 
series of command icons are posi- 
tioned under each of these two dis- 
plays, allowing the user to summon 
other text features and graphic dis- 
plays. The graphics displays consist 
of both still photos and full-motion 
video sequences with synchronized 
sound. 

A good example of the program’s 
format is the Kid’s Corner. There are 
eight optional areas for younger 
users to explore here, including Baby 
Animals, Amazing Animal Friends, 
Dinosaur Friends and a Name That 
Animal Sound contest. Each of these 
sub-categories includes photos, arti- 
cles and, in most cases, mini- 
movies. 


rassland: What's .In a Name? 
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PRAIRIE, STEPPE, PAMPAS, VELDT 


Grasslands have various names around 
the world. 


Grasslands are highly seasonal 
environments of temperate regions, 
where they stretch out for thousands of 
miles, primarily in the middle of the 
North American and Asian continents. 
More limited grassland areas roll across 
southern South America. Known 
variously as prairie (North America), 
steppe (Asia), pampas (South America), 
and veldt (South Africa), this biome 

eae bakes to a golden brown through long, 
wea hot, cricket-filled summers, freezes white 
4 during the winter, and is constantly 

$41 shaped by winds that gather enormous 
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With The Animals CD from Soft- 
ware Toolworks, you can 
explore the lives of the crea- 
tures that share our world. Also 
included is interesting informa- 
tion on life at the zoo. 


The Animals! includes 300 ani- 
mal and habitat exhibits, seven 
specialty areas (Animal Nursery, 
Zoo Gardens, Storybook Theater, 
etc.), more than 123 video clips 
with 60 minutes of full-motion 
video and two and a half hours of 
audio, over 1300 color photos fea- 
turing some 200 animals, and 
1,000+ pages of text. 

Of course, this program is no 
cheap thrill. The suggested retail 
price is $119.95. There are some 
minor imperfections. The text in 
the full-motion video is virtually 
unreadable, for example, and not 
all the information offered seems 
up to date. The sub-section on 
Dinosaur Friends in the Kid’s Cor- 
ner, for example, makes no men- 
tion of the increasingly popular 
theory that dinosaurs were not 
related to lizards at all, but to 
birds. Perhaps Software Tool- 
works can make amends, howev- 
er, by devoting an entire CD to 
dinosaurs. 

If it's as good as The Animals!, 
it would make even a Pteradactyl 
proud. 

-Bill Kunkel 
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AG) #4 Galapagos Tortoise: Taxing tt Stow 
| B2 Giant Panda: One Popular seart 
#4 Giratfe: Baby Antics 

| HA Goodtel(ow's Tee Kangaroo: Eating 
t #4 Boriita Tropics: An introduction 

f Ha Gray-Headed Kingtisher: Bind Action 
rial) #4 Great Horned Owl Night Bird 

Bh a Green iguaria: Cameo 

{i}] FA Green iguana. Reptile Revue 

Ga) 4 Horticulture: Topiary Art 
ay) 2 dian Peatow) Peacdck Plumage 


#4 indian Rhinos: Nose To Nose 
#4 beside the Joo: The Keepers 
Bi Keds Gener Animal Thabits 
2 Wala A Cose-lp 


: hae tere is a list of all dogs and related 
= species in THE ANIMALS) 
4 


' African hunting dog 
= B coyote 


bow dhole 


fox 
North American wolf 
red wolf 


i Yabo) 
To further explore any or all of these ate bis 
ie animals, use Animats Alphabetical orthe igang 

Keyword Search 
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n 2670, the Terran 
Confederation and 
Kilrathi Empire are still 
at war. 


To some, the conflict 
means death, slavery or 
dishonor. 


To others, it’s the chance 
to make a fat living. 
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vailable at a err te you or call 
cover orders 


Privateer is a trademark of ORIGIN pe Ine. Wing Commander, ORIGIN, and We create 
worlds are registered trademarks of ORIGIN Systems, Inc. Copyright © 1992 ORIGIN Systems, Inc. 
Elecironic Arts is a iad ehcantanhie demic Arts. 


THE ELECTRONIC 
LIBRARY OF ART: 
RENAISSANCE MASTERS 1 


by Ebook, Inc. 


When CD-ROM technology was 
first discussed, the projects the 
developers had in mind were very 
much like this one. Since the CD- 
ROM medium couldn’t be written to, 
the early publishers were drawn 
toward converting reference books, 
mapping cities on a street-by-street 
basis and, of course, providing users 
with tours of the world’s great art 
museums. 

The Electronic Library of Art is 
one of the first volumes in a series 
that will eventually cover the entire 
history of art. Each disk concentrates 
on specific periods and schools of 
painting, sculpture and architecture. 

This volume provides detailed cov- 
erage of the early Italian Renais- 
sance painters, with a second edition 
focusing on the works of the later 
Renaissance periods, including the 
rococo and baroque styles. A third 
volume will explore the Northern 
Renaissance artists. 

Rather than a dry walking tour 
through a grand European museum, 
the biographies, essays, and analy- 
sis in this software help even those 
of us whose idea of high art is “Ren 
& Stimpy” to understand the way the 
various movements in art pro- 
gressed. Even more importantly, it 
shows how the exchange of ideas 
between different creators affected 
the entire artistic gestalt. The Win- 
dows interface in invaluable here, as 
users Can summon up information on 
the more than one thousand Super- 
VGA images with the click of a 
mouse. 

A caveat to purchasers of the early 
editions from this series, however: 
the box art and copy is unintentional- 
ly confusing. There is talk on the 
back of the box, for example, of the 
software as an “extensive, enlighten- 
ing window to the history of art — 
from primitive cave paintings to the 
most influential works of the 20th 
century.” The names Monet, 
Cezanne and Renoir also pop up, as 
do cover shots of everything from 
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Egyptian sculpture to Greek archi- 
tecture. The cover design, howev- 
er, as well as the back-of-the-box 
text was intended to invoke the 
spirit of the entire series, rather 
than that of any particular volume. 
Future editions will make this clear- 
er, according to Ebook, which also 
offers volumes such as A Survey 
of Western Art, which covers the 
subject from the dawn of man to 
contemporary art, and a study of 
the art of the Ancient World. 

This series delivers exactly what 
it promises. It’s an intelligent 
selection and analysis of the world 
of art, with glorious graphics and 
clearly written background materi- 
al. TO anyone who wants to experi- 
ence, and, just as importantly, 
understand the greatest works pro- 
duced by the hand of humanity, 
The Electronic Library of Art is a 
must-have product. The early Ital- 
lan Renaissance masters are as 
good a place to start this journey 
through the world of fine art as 
anyone could desire. 

-Bill Kunkel 
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DON QUIXOTE AND 
AESOP'S FABLES 


by Ebook, inc. 


There’s some irony in Ebook’s mul- 
timedia storybook products. On one 
hand, they would be perfect for 
youngsters. In fact, the publisher rec- 
ommends both for users ages 12 to 
adult with a minimum 6th grade read- 
ing level and for computer novices 
who feel intimidated by games, 
spreadsheets and databases. On the 
other hand, installing them would test 
the patience of an MIT grad. These 
products were designed to be played 
exclusively on high-end home com- 
puters, through Windows 3.0 with 
Multimedia Extensions 1.0, an MPC 
compatible sound card and 
640x480x256 color Super-VGA 
board and monitor. So before spend- 
ing the money, make sure there’s a 
system at home capable of running 
this software. Even users whose sys- 
tems fit the minimum requirements 
may find themselves unhappy. For 
example, although 2MB RAM is the 
minimum configuration needed to run 
the software, Ebook “strongly” rec- 
ommends 4 MB. 

The programs themselves combine 
some extremely beautiful, though 
mostly static illustrations with on- 
screen text and excellent music. The 
stories are, of course, fully narrated 
with superb sound quality, so the 
user doesn’t have to perform the 
unpleasant task of reading a novel 
off a monitor screen. 

These electronic storybooks also 
introduce an intriguing, if seemingly 
paradoxical, concept of “interactive 
reading.” What this means is that 
Ebook got maximum mileage out of 
running its CD software through Win- 
dows, thereby allowing the inclusion 
of such neat features as an on- 
screen dictionary. When the user hits 
a word they don't understand, they 
can use the mouse to call up the dic- 
tionary and have everything 
explained. 

Don Quixote features over three 
dozen gorgeous color illustrations by 
Manuel Boix and music by Joaquin 
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Rodrigo. The text is based on a 
first-rate translation of Cervantes 
by Magda Bogin. 

Aesop’s Fables contains a total 
of 54 tales, including such favorites 
as The Hare and the Tortoise, The 
Fox and the Crow and The Oak 
and the Reeds. The sumptuous 
illustrations are by no less a per- 
sonage than Sir Arthur Rackham, 
and they are well-supported by 
evocative narration by Mary and 
Virginia Fielder. 

Future Ebook entries include 
Oscar Wilde’s beautiful The Star 
Child and The White Horse Child 
by Greg Bear. 

-Bill Kunkel 


; THE FOX AND THE CROW A Crow was} 
jg sitting on a branch of a tree with a piece of 
ivy (FR cheese in her beak when a Fox observed 
q e and set his wits to work to discover some 
amie way of getting the cheese. Coming and 
i standing under the tree he looked up and 
“$j said, “What a noble bird I see above me! 
‘Bg = Her beauty is without equal, the hue of her 
‘f°; plumage exquisite. If only her voice is as 
‘V4 sweet as her looks are fair, she ought 
tg’ | without doubt to be Queen of the Birds.” 
*T]  The Crow was hugely flattered by this, and 
; 7| just to show the Fox that she could sing she 
gave aloud caw. Down came the cheese, of 
course, and the Fox, snatching it up, said, 
“You have a voice, madam, I see: what you 
& want is wits.” 


; “THE E IR- TREE "AND THE BRAMBLE 4 
fir-tree was boasting to a Bramble, and said, 


all very well: but you wait till they come witl 
axes and saws to cut you down, and then yo 
wale wish you were a Bramble and not a Fir." 


THE "FROGS ASKING FORA 
» KING Time was when the Frogs 
— Were cliscontented because they 
had no one to rule over them: so 
they sent a deputation to Jupiter to 


’ Jupiter, despising the folly of their 
“~-.' request, cast a log into the pool 
where they lived, and said that that 
should be their King. The Frogs 
. were terrified at first by the splash, 
; “8 and scuttled away into the deepest 
saile - the nti but ie as by, when an saw that the log remained motionless, 
one by one they ventured to the surface again, and before long, growing bolder, 
they began to feel such contempt for it that they even took to sitting upon it. 
Thinking that a King of that sort was an insult to their dignity, they sent to Jupiter 
asecond time, and begged him to take away the sluggish King he had given 
them, and to give them another and a better one. 


AND THE AN TS One 
fine day in winter some 
Ants were busy drying 
their store of corn, which 
had got rather damp 
during along spel! of 
rain. Presently up came 4 
Grasshopper and begged 
them to spare her afew 
grains, "For," she said, 
“I'm simply starving." The Ants stopped work for a moment, though this was agains 
their principles. "May we ask," said they, “what you were doing with y ourself all 
last summer? Why didn't you collect a store of food for the winter?" "The fact is,” 
replied the Grasshopper, “I was so busy singing that I hadn't the time.” “If you 
spent the summer singing," replied the Ants, “you can't do better than spend the 
winter dancing." And they chuckled and went on with their work. 


= AESOP'S MULTIMEDIA FABLES 
File Edit Bookmark Help 

THE HUNTER AND THE 
WOODMAN A Hunter 

was searching in the forest 
for the tracks of alion, and, 


a tree, he went up to him ant 
asked him if he had noticed 
lion's footprints anywhere 
about, or if he knew where 


his dey was. The Woodman answered, "If you will come with me, | will show you 
the lion himself." The Hunter turned pale with fear, and his teeth chattered as he 
replied, “Oh, I'm not looking for the lion, thanks, but only for his tracks." 


and got out of his 
depth, and was in 


: who was passing 
along a road near b 
heard his cries for 
, ox help, and went to the 
riverside and began 
to scold him for bei 
so careless as to get 
into deep water, but 
made no attempt to help him. “Oh, sir,” cried the Boy, “Please help me first and 
scold me afterwards." 


Give assistance, not advice, ina crisis. 
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What makes CGR different? - 


* Honest reviews from three 


experienced gamers who | 


and CD-ROM Entertainment 


puter and CD-ROM gaming! L coe 
S tell it like it ist 


No matter what computer or RELIVE THE TERRO! 
CD-ROM system you own, — ae ALIEN 5 ! 
CGR covers it all in full Ss (S 
color from ‘eeorng to 

end). 


os Previews of the newest 
titles from around the 
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_ World! 
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COMPUTER CAME 
REVIEW gives you the 
_ latest news and information 
on the best role-playing, _ 
Strategy, — simulation = 


- . Game maps that show y you 
_ the entire ¢ game at a 
= . 


a Plus in. atremaies ae 
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able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and — You 
get it all! _ 


YES! | WANT TO SUBSCRIBE TO 
COMPUTER GAME REVIEW! 
Please send me 12 issues for the low price 
of JUST $23.95 - a savings of OVER 50% 


off the newsstand price! 
Send payment to: Computer Game Review, P.0.Box 7534, Red Oak, IA 51591-0534 


Name 
Address 

City 

State Zip 

_____ Payment Enclosed Bill Me 
Credit Card Orders: _—_—Viisa MC 
Card Number 

Exp. Date 

Signature 


For Faster Service, Call Toll Free: 


1-800-444-2884 


Please allow 6-8 weeks for your first issue to arrive. 
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es of the maniacal Mad Wax (a.k.a. — 
Dr. Nick). In the confusion, Mad Wax 
snatches Helmut and flees to the 
belfry of the museum. With some 
ingenuity, our hero is able to over- 
come the bimbos and follow the 
deranged doctor. In a spectacular 


team effort, Helmut go Les defeat 


ater 


h 


coro Mind 
rwurcevury 


Arriving in L.A. to meet with his 
friend, Helmut Bean, Les is horrified 
little buddy has 
joined the ranks of recently vanished 
celebrities. So, Les i. 3 take it 


ii 
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Zombie Bimbos. Fortunately, Helmut 
is able to free himself the rest of the 
and release Les from the clutch- 
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COMPUTER GAMES. BUT... 
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Design Palettes Import Graphics 


UNTIL YOU PLAY WITH GAME*MAKER, 
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Animate Monsters Plan Movement 


YOU'VE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
256 color VGA computer games without programming. 


Design unlimited numbers of animated monsters and good guys. 
% Animated characters walk, run, fly, hop, pop from scene to scene. 
% Design your own sounds. 

% Make arcade and adventure games as unique as your imagination. 
® Modify and enhance GAMEeMAKER games. 


Mouse driven and graphics based, GAME*MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds, 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 


GAME*MAKER includes lots of extras: hundreds of pictures, 


monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own ¢ 
games. Plus you'll enjoy the sample games includ- 

ed with GAME*MAKER. 


GameeMaker requires an IBM AT compatible 286, 386, or 486 with 
a color VGA monitor and mouse. Joystick optional. GAME*MAKER is designed 
and produced by Recreational Software Designs. 


CIRCLE #199 ON READER SERVICE CARD. 


Sugg. Retail 


NOW SHIPPING V1.04 


with high-level picture and scene 
drawing tools! 


Available at your local retailer 


or from: 


KD SOFTWARE 


Great Falls Avenue, Box 448 
Rochester, NH 03867 


VISA/MC Orders: 1-800-533-6772 
Call Toll Free for latest price. 


Information: 603-332-8164 FAX: 603-332-8125 


Interact with dozens 
of unique characters, 
each with their own 
personalities — 
and alibis 


Use the detailed 
overhead map of 1888 
~ London to 
identify your next 
sleuthing location 
Refer to Dr. Watson’s 
journal for a detailed 
record of your 
investigation 
Use your laboratory at 
221B Baker Street to 
analyze clues 
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Classically-scored 
soundtrack with over 
30 original themes 
Digitized voice and 
sound effects 
(soundboard 
required) 


The Lost Files of 
Sherlock Holmes for 
the IBM" PC and 
compatibles. 


‘Visit your local retailer, or call 
1-800-245-4525. By Mythos Software and 
Electronic Arts. ©1992 Mythos Software. 

All Rights reserved. IBM is a registered 
trademark of International Business 
\ Machines Corporation. 
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ELECTRONIC ARTS 


CIRCLE #111 ON READER SERVICE CARD. 


